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WOW! 

SUPER! 

NEAT! 

iSVESOVlE! 



MXIIINT! 



The most respected 
name in bookshelf 
games explodes into 
the video game market 
with three hot new 
titles . . . and more on 
the way. All compatible 
with Atari and Sears 
systems, Unique 
challenges and strategies 
that defy boredom. 



Avalon Hill Video Gaines. 

Worth the wait. 

Worth getting excited about 




DEATH TRAP-An 
inriovattve space 
showdowr^ with a 
fouch of strategy. 
The best video game- 
players will be 
challeriged. 

Enter the world of bomb 

disposal with 

LONDON BLITZ. 

This thinking man's game 

sets new standards for 

VCS game logic and graphics. 

Put away all those old flat 

bouncing ball games. A new 

dimension is here! 

WALL BALL. . . in 3D. 



At finer video, toy & hobby stores everywhere! 
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The AVALON HILL Video Game Company 

4517 HARFORD ROAD, BALTIMORE, MARYLAND 21214 (301) 254-5300 




The Decline and Fall. . -of Prices 



That loud crashing assail- 
,.^ ing your ears is the 
sound of retail prices tum- 
bling on electronic gaming 
hardware and software. The 
way price tags shrank right 
after the end of the 1982 
holiday season surprised 
even veteran observers, yet 
it turned out to be only the 
harbingerof still deeper cuts. 

When consumers start 
shopping for the items on 
their 1983 gift lists, they'll 
find they can buy the system 
of their dreams for 50% or 
less of whatthe same equip- 
ment would have cost only a 
year earlier. Videogames 
and computers for under 
$100 are commonplace 
today. Even the premium- 
priced computers like the 
Apple II are more affordable 
than they once were. 

So, what's going on here, 
anyway? 

It's impossible to deny the 
effect intense competition 
has had. Many companies 
believe that a timely price 
trim or a hefty rebate is just 
what the doctor ordered to 
help their systems carve a vi- 
able niche in the market- 
place. 

Competition has shown 
manufacturers the wisdom 
of accepting less of a prof- 
it margin, but it would be 
wrong to assume that these 



By ARNIE KATZ 

companies were previously 
overcharging us. The main 
reasons behind this year's 
lower prices are that the 
components going into the 
systems have never been 
cheaper, and that produc- 
tion runs are getting much 
larger. Both factors act to cut 
the cost-per-unit, and the 
volatile retail situation has 
induced many manufactur- 
ers to pass along some or all 
of the savings. 

Computers are only just 
starting to tap the mammoth 
audience that futurists ex- 
pect them to capture by the 
end of this decade. When 
manufacturers gear up to 
turn outmillions, rather than 
thousands, of machines, it 
will be possible to reduce 
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production costs through 
economies-of-scale. The 
price of tomorrow's more 
powerful systems ought to 
be very comparable to what 
one would pay for a reason- 
ably strong system now. 

Lower prices don't just 
leave all of us more loot to 
spend on software. Until 
now, middle and upper class 
Americans have dominated 
home arcading, because 
affluent families have found 
it lots easier to scrape up the 
cash to buy a system than 
the typical blue collar house- 
hold would. 

Yet anyone who visits a 
family amusement center 
will be struck immediately by 
the incredible diversity of the 
people clustering around the 
machines. One of the great 
things about this hobby is 
that it appeals to people of 
all ages and from every con- 
ceivable walk of life. Many 
of these arcaders simply 
couldn't afford a videogame 
or computer system. . . .until 
now. Look for a mass influx 
of such gamers. 

When that happens, elec- 
tronic gaming will truly be- 
come a democratic hobby 
for an egalitarian society. 
And if you think electronic 
gaming is booming now — 
well, you ain't seen nothin' 
yet! G 
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SpectcMdeo's new 

QuickshotW gives you 
a better tKindte on 
Coleco Games 



Wfth Specfrovkteo's new Qiadcshof^ III 
joystick, you'll realty be able "to handle" 
those challenging Coiecovlsion games., 
whether it's Coleco's own games or the 
exciting ones Spectravideo now makes 
for Colecovision. 

Not only is the Quickshot III a big im- 
provemeht over other Coleco-compatlble 
joysticks, we think it's the most advanced, 
superbly-crafted joystick controller in the 
world. 

The two buttons (for separate functions) 
on the grip make one-hand play possible, 
and this is a real advantage. However, if 
your trigger fingers tire, your can simply 
switch to two-hand control by employing 
the two fire buttons on the controller base. 
The grip itself is contoured and 
unbelievably comfortable, and the easy- 
read Numeric Keypad allows you to 
select game levels and number of 
players. The Quickshot III also features self- 
stabilizing suction cups and a convenient 
extra long cord. 

If you're tired of coming out second t^st 
to those tough (but fun) Coiecovlsion 
games, pick up the Quickshot III. 
And show 'em who's boss. 




Two sets of Independent 
fire buttons, 
Speciar'Eosy Read" 
Numeric Keypad. 
More comfortably designed 
contoured tiandle. 
Extra long cord plugs Into 
either Coiecovlsion game 
mactrine or Spectra Video's 
Coleco Game Adapter. 
Built-in suction cups. 




SPECTRAVIDEO INC. 

45 SOUTH SERVICE ROAD 
PLAINVIEW, NEW YORK 11803 
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Quickshotin 



All Spectravideo products are represented Nationwide by The Lexington Group (201) 664 861 1 



Coiecovlsion is a trademark of Coleco Industries, Inc. 





DOLPHIN ALERT! 



DOLPHrN (ACTIVISION) 



The first videogame that re- 
quires arcaders to use their 
ears comes from Activision 
game designer, Matt Hub- 
bard. 

Dolphin, a single-player 
undersea chase, features an 
icky squid that chases a frolic- 
some dolphin through schools 
of pretty little sea horses. The 
gamer guides the on-screen 
dolphin through small pas- 
sageways found in a vertical 
wall of sea horses. Since these 
gaps appear too late for the 
player to react visually, he in- 
stead must listen for the dol- 
phin's sonar echo to alert him 



to the approaching gaps' 
locations — if he is to avoid 
the pursuing squid. 

An overhead-flying seagull 
emits a special sound to signal 
its passage, so that the dol- 
phin can jump from the waves 
to touch the bird, and then 
ultimately catch the squid. 

Players sporting good 
enough ears, concentration 
and reflexes to master this 
one are rewarded by a special 
prize. Only thing Is, designer 
Hubbard doesn't say how 
much you'll have to score to 
find the egg! 

Let us know, readers! 



GE RENTS 
COIMPUTERS 

If you need, or are in the 
process of shopping around 
for, a computer, why not try 
out an IBM, Apple, Hewlett- 
Packard or Kaypro on a tem- 
porary basis? General Electric 
is currently renting any of 
these systems by the week, 
month or year to the general 
public. 

Approximately 20 of GE's 
66 service centers, in various 
major cities throughout the 
U.S., are participating in the 
all-new computer rental pro- 
gram. Seven of the centers 
stock the actual machines, 
while the other centers offer 
prospective rentors a chance 
to order the unit of their 
choice. 
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DATA AGE 

FILES 

CHAPTER 11 

Whether you attribute it to 
a poor selection of games or 
just plain bad luck, Data Age 
has been forced to file for 
Chapter 11, 

Even though several games 
for the Atari 2600 drew some 
positive response from the 
critics with Encounter at L-5 
and Airlock, general reaction 
to programs like Bugs and 
Sssnake was lukewarm. Later 
releases, including Journey's 
Escape and Frankenstein, 






9 9 9 


s s s 


were considerably better, 
although the improvement 
may have come a bit too late, t 
All is not lost for the com- L 
pany, however. Data Age is f 
the first home game producer 


JOURNEY'S ESCAPE 

sell a title {Journey's has acquired the rights to se 

■scape) to a coin-op manu- the remaining inventory o 

acturer (Midway)! cartridges produced by Dat 

A firm called Kandy Man Age prior to its bankruptcy. 


1 
f 



8 Electronic Games 



>w New ChaUei^es 

mtsLmemy 



I I 



i^ ^ Ml 



_U ; f t c 




4>€H 



i /:. 



c 

< 



CISC 



t i 



(< 



\4Q 







m 



»: 









"TTTI" J 


^^^^c ^^^^» ^ M»r^ ' 




■iiOl 





'^■' 




PHU 



Every day as a Navy special- 
ist you encounter new 
challenges, new tests of your 
rapidly growing technical skills. 

And you're ready. 
Because the Navy Adventure 
begins with first-class train- 
ing. Training that's tough, 
demanding, and extensive. 
Navy classroom training that 
prepares you to meet the new 
challenges that are part of 
today's important technical 



skills. Then, practical hands- 
on experience helps you master 
the job you chose. 

In the Navy you can 
choose the technical career you 
want to learn. Pick from 
today's hottest technologies: 
micro-electronics, state-of- 
the-art computers, advanced 
communications, nuclear 
power, and more. There are 
over 60 career areas, 75, 000 
technical jobs a year. One of 



them can be yours. 

Along with a high-tech 
career comes the highest 
Navy pay ever. Starting pay 
is over $550 a month plus 
housing, food, medical and 
dental care, special pay for 
sea duty, and 30 days' vacation 
earned each year. 

Find out more about the 
new challenges and new rewards 
you get in today's Navy. Call 
800-327-NAVY, toll-free, today 



Navy. It's Not Just A Job, It's An Adventure. 



K-TEL ENTERS 

VIDEOGAME 

FIELD 

Remember those amazing- 
ly grueling K-Tel record com- 
mercials you used to see on 
late night television? You may 
soon start experiencing a 
sense of deja vu when K-Tel's 
Xonox subsidiary commences 
advertising its all-new line of 
videogame titles. 

The main attraction of the 
Xonox line is its use of a hot 
new marketing concept called 
"Double Enders". Reversible 
cartridges incorporating a 
completely different 8K game 
at each end, these two-game 
packages will be priced the 
same as, or lower than, most 
of the standard one-game 
cartridges currently on the 
market. 

Xonox will offer three 
different Double Ender titles 
to start. All of the titles. 
Spike's Peak/Ghost Manor, 
Sir Lancelot the Jouster/ 
Robin Hood and Hercules vs. 




CHUCK NORRIS-SUPERKICKS 


GHOST MANOR 
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SPIKES PEAK 




the Titans/Chuck Norris-Su- 
perklcks, are said to feature 
particularly strong graphics, 
with many of the contests in- 



volving multiple play screens. 

The best-known member 

of the Xonox game designing 

staff, announced so far, is 



probably Stephen Beck, 
creator of Save the Whaies, 
an upcoming entry from Fox 
Videogames. 



OTTUMWA 

NAMED 
VIDEOGAME 

CAPITAL 

Let's see just how good all 
of you techle-trivia buffs out 
there really are. Ready? 
"Where is the videogame 
capital of the world?" If you 
guessed Ottumwa, Iowa, bet- 
ter known as the hometown 
of M*A*S*H's Radar 
O'Reilly, then you're pretty 
good. 

Governor Terry Branstad 
proclaimed Ottumwa "the 
world's hottest videogaming 
city" in conjunction with the 
Amusement Game Manufac- 
turer's Association and Atari. 

The day of festivities in- 
cluded the state's governor 
making the presentation to 
Ottumwa's Mayor, Jerry Par- 
ker, and Walter Day, manager 
of the Twin Galaxies Arcade in 
Ottumwa, thanking them for 
"providing a forum for fun 
family entertainment." 

The ceremony was capped 
by a Videogame Parade, with 
Iowa Senators Charles 
Grassley and Roger Jepson, 
Congressman Jim Leach and 
Pac-Man himself making their 
appearances. 




THUNDARR I (XONOX) 

THUNDARR LICENSED FOR 
HOME GAMES 



"Thundarr the Barbarian", 
the champion of do-gooders 
from a highly-acclaimed ac- 
tion cartoon series by Ruby 
Spears, Inc., will be swinging 
his sword on television once 
again, this time via video- 
game cartridges! 

Thundarr the Barbarian is 
an action quest in which 
Thundarr must search deep 
catacombs for a vial of potion 
that is needed to keep Prin- 
cess Ariel alive, while simul- 
taneously attempting to pro- 



tect her from attacks by the 
Bird People. 

"The Invisible Screen" is 
one of the game's most- 
touted features. While Thun- 
darr dukes it out on one play- 
field, events continue on a 
second screen, although it is 
temporarily out of the gam- 
er's view. 

Xonox plans versions of 
Thundarr the Barbarian for 
both the Atari 2600 and Col- 
ecoVision systems, with the 
former first on the schedule. 



'DARKOVER' 

COMES TO 
VIDEOGAMES 

The popular series of 
"Darkover" imaginative nov- 
els, created by the highly- 
esteemed science-fiction au- 
thor Marion Zimmer Bradley, 
will be recast in adventure- 
game form. The author has 
signed a long-term contract 
with Roklan of Arlington 
Heights, IL 

The first title expected for 
release is The Spell Sword, 
due out sometime during the 
pre-Christmas season. 

"Each game in the series 
will capture the mystical na- 
ture of the Bradley novels," 
declares Ron Borta, director of 
the Roklan Computer Tech- 
nology Group. "We haven't 
specified the number of 
games to be produced in all, 
but our agreement with the 
author is for seven years. We 
could well adapt adventure 
games to all of the 'Darkover' 
novels in that time." 

The Darkover adventures 
are currently planned for re- 
lease on ROM cartridge for a 
variety of popular home com- 
puter systems, most likely 
including the Atari family. 
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BUMP WJUME THE VIDEO GAME FOR PEOPLE 
WHO SHOULDN'T BE ALLOWED TO DRIVE. 




For those of you who spend more time crashing than you do driving, 
we'd lil<e to introduce Bump'N'Jump. The home video game where it's not just 
ol<ay to hit the other cars, it's required. 

Your job is to crash as many cars as you can 
without crashing yourself. And to help you do it, 
you're given some unusual options. Not only can 
you bump them off the road, you can jump over 
what you can't bump. 

But even with these advantages, you're not 
on easy street. Because waiting somewhere 
down the road might be the deadly dump trucks. 
Of the treacherous tanks. Of the sinister death car 
When you play Bump'N'Jump, you just nevef know who you'll run into. 

Coming soon fof Intellivision® 
and Atari® 2600. 




Shown or! Intellivision. Gdme vanes by system. 



'iMderricirk of Dsu Easi USA. i'lc u.-ied under license. 
c}1982 Ddla East USA. Inc 

ciM.^tfel Electronics. Inc 1983 All Rights Reserved 
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RIDDLE OF THE SPHINX 




COMPTON SOLVES 






RIDDLE OF THE SPHINX | 


A 30 


-year-old 


resident of 


the riddle," says champion 


Santa Monica, CA, won a cool 


Charles Compton, "but also 


$1000 for being 1 


the first per- 


have the most creative and in- 


son in the nation to solve the 


triguing answer." So, Comp- 


mystery of The Riddle of the 


ton presented 


his answer to 


Sphinx. 






the judges on 


a 12-ft.-long 


Published by 


Imagic, the 


scroll written 


in authentic 


Bob Smith-desi| 


|ned game 


Egyptian hieroglyphics. 


was finally solved 


in a manner 


Luckily for Compton, a long- 


most gamers wouldn't even 


standing interest in Egyptolo- 


have inn 


agined. 




gy helped immensely in the 


"Contest rules dictated that 


preparation of his winning 


you no 


t only CO 


rrectly solve 


submission. 





WILLIAIWS' CABARET PINBALL 



While cabaret-styled video- 
games (cocktail tables for two 
with transposable monitor 
mounted belly-up in the cen- 
ter and dual controls at each 
end) have long been a stan- 
dard in the coin-op world, 
Williams has just taken the 
next step forward. 

Joust, the smash coin-op 
(with Atari- produced home 
versions all ready for ship- 
ment), has been "born again" 
in yet a new format: the first 
cabaret pinball machine. One 



of the most stunningly 
beautiful pieces of high tech 
wizardry ever to goggle a 
gamer's eyeballs, this is one 
pinball machine that even a 
videogame purist will have 
to take a look at and, in all 
probability, play with an- 
other gamer. 

Williams has shown a par- 
ticularly good instinct for pin- 
ball translations of their 
arcade triumphs. Their De- 
fender pinball stands a clas- 
sic example. 



JOUST 





Q'BERT 



GOTTLIEB CHANGES 
COMPANY NAME 

D. Gottlieb & Co., one of 
the most widely-respected 
names in the coin-op business 
has a new moniker. It's now 
called Mylstar Electronics. 

The original company, 
founded by pinball visionary 
David Gottlieb in Chicago in 
1927, was purchased by Col- 
umbia Pictures in 1976. Their 
current arcade smash is the 
videogame Q*B€rt. 




CAVEMAN 



ODYSSEY ^IMI^mV^H 


1 ^^^^ ^^^^^W^^ redesigned jov<;tirk<; and 


COiWIPUTES! ^XXVlMiK 


^^B ^^^v^H^^ greatly improved graphics. 


Gamers having strong ^^^^^^^^^^T ^^3 


^^m^^^ ^^^ N.A.P. aborted the oroiect. 


inclinations toward the ^^^K^^& ^& V^l 


fl^V^^^F J^r The firm based this decision 


computer end of the industry 


on a perception that this unit 


will delight over Odyssey's 


would have trouble finding a 


decision to develop an actual 


niche. 


computer. 


The first-ever computer 


Instead of pinning all its 


from Odyssey, say officials at 


corporate hopes on the pre- 


the Knoxvllle, TN electronics 


viously announced Odyssey^ 


company, should make its de- 


which would have incorpo- 


but during the second half of 


rated modem-connect capa- 


1984, and by all accounts, it 


bility, a revamped voice unit. 


should be a beaut. 
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THE BEST SCORES FOR POPULAR VIDEOGAiUIES 



Photos of readers' best scores are really pouring into the 
offices of Electronic Games, and the competition among 
the land's arcade aces is even keener than expected. There 
are plenty of top players out there, and the rankings listed 
here show that they're hitting the joystick hot and heavy in 
a bid for national recognition. 

The scores tabulated here reflect the first group of games 
which the editors of EG selected to kick off this continuing 
compilation of home videogaming records., We'll be adding 
more games and updating their scores each month, a few 
at a time, until we're covering most of what's hot. 

To have your gaming achievements recognized in the 
National Arcade Scoreboard, all you've got to do is follow a 
few simple rules: 

1. Every score must be accoiripanied by a photograph of 
the TV screen showing the score. These photos do not 
have to be of publishable quality, just readable by our 
judges. 

2. All photographs received become the property of Elec- 
tronic Games and none can be returned. 

3 . Be sure to include your complete name and address. (We 
will print only the name and city in the magazine, but we 
may want to contact high scorers for helpful gaming 
hints.) 

Games currently eligible for 

the National Arcade Scoreboard are: 

* Asteroids (Atari VCS) — Game #6 

* Defender (Atari VCS) — Game #1 

* Donkey Kong Jr. (ColecoVision) — Game #1 

* Frogger (Atari VCS) — Game #1 

* Lady Bug (ColecoVision) — Game #1 

* Nightstalker (Intellivision) — Game #1 

* Pac-Man (Atari VCS) — Game #1 

* Pepper II (ColecoVision) — Game #1 

* Pick-Axe-Pete (Odyssey^) — Game #6 

* Pitfall (Atari VCS) — Game #1 

* River Raid (Atari VCS) — Game #1 

* Seaquest (Atari VCS) — Game #1 

* Space Hawk (Intellivision) — Game #1 

* Iron Deadly Disc (Intellivision) — Game #1 

* UFO (Odyssey^) — Game #1 

* Vanguard (Atari VCS) — Game #1 




THE HONOR ROLL 

ATARI 2600 

Asteroids/Atari/Atari VCS/Game #6 

1^ 7,096,080 — Ed J. Semrad, Waukesha, Wl 

Defender/ Atari/Atari VCS/Game #1 

1. 27,881,600 — Ed J. Semrad, Waukesha, Wl 

Frogger/ Parker Brothers/Atari VCS/Game #1 

1. 7,886 — Eric Wold, Santa Ana, CA 

Pac-Man/Atari/Atari VCS/Game #1 

1. 239,000 — Tom Steinhop, West Germany 

Pitfall/Actrvision/Atari VCS/Game #1 
1. 114,000 — Ivan Tomek, Montreal, Canada 

Seaquest/ Activision/Atari VCS/Game #1 
1. 76,380 — Bonnie Starnes, Randolph, TX 

River Raid/Activision/Atari VCS/Game #1 
1. 127,730 — Dave Gonelli, Leominster, MA 

Vanguard/Atari/Atari VCS/Game #1 
1. 321,170 — Carlos Cedillo, Belleville, NJ 

COLECOVISION 

Donkey Kong Junior/Coleco/ColecoVision/Came #1 

1. 999,900 — Ed J. Semrad, Waukesha, Wl 

Lady Bug/Coleco/ColecoVision/Game #1 
1. 1,552,680 — Joan Bubluski, Brighton, MA 

Pepper ll/Coleco/ColecoVision/Skill #1 
1. 2,670,720 — Scott Preston, Rockford, IL 



INTELLIVISION 

Nightstalker/AAattel/lntellivision/Game #1 
1. 995,500 — Robert Benjamin, Towanda, PA 

Space Hawk/AAattel/lntellivision/Game #1 
1. 25,328,380 — Brad Path, Wooster. OH 

Iron Deadly Disc/AAattei/lntellivision/Game #1 
1. 32,335,500 — Maxime Dumont, Quebec, Canada 



Pick-Axe-Pete/Odyssey/OdysseyVGame #6 
1. 1,814 — Joseph Lurin, Great Neck, NY 

UFO/Odyssey/OdysseyVCame #1 

1. 6,136 — Dave Jacksch, Raf Bentwaters, UK 



PEPPER II 
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GRAND PRIZE (1) 

FUTURISTIC VIDEO ROOM FEATURIN.G: 
SONY 50" PROJECTION TV • SONY PORTABLE BETAMAX WITH STAR WARS™ MOVIE- 
ATARI 800 COMPUTER WITH DEATH STAR " BATTLE GAME-C«'1 
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VIDEO ROOM 



intsr the Death Star Battle 
ome Video Game Sweepstakes. 




WIN! OWR 1,150 PRIZES! PARKER BROTHERS 



NO PURCHASE REQUIRED. HERE'S ALL YOU DO: 



1. To enter, complete and mail an official entn/ blank. Be sure to select 
which scene comes first in the movie, and which screen comes first 
in the Home Video Game. 

2. Enterthe sweepstakes as often OS you I ike, but each entry must be mailed 
separately to: 

Death Star Battle Sweepstakes 

Post Office Box #621, Lowell, IN 46356 

Entries must be received no later than June 30,1984. 

3. You may obtain a Free Official Entry Blank by sending a stamped, self- 
addressed envelope to Death Star Battle Sweepstakes, PC Box 
#575, Lowell, IN 46356. The correct answers to which scene and 
screen comes first may be obtained by sending a stamped, self- 
addressed envelope to this same address, marked "CORRECT 
ANSWERS" in the lower right hand corner of the envelope. Resi- 
dents of Washington State need not stamp their return envelope. 

1. Winners will be selected in random drawings from among oil correct 
entries received by VENTURA ASSOCIATES, INC., an independent judging 
organization whose decisions are final. The odds of winning are determined 
by the total number of entries received. 

5. One major prize to a family No substitution for prizes as offered, except as 
may be necessary due to availability. Taxes are tfie responsibility of winners 

6. Sweepstakes open to residents of the United States. Employees and families 
of Parker Brothers, their advertising and production agencies. VENTURA 
ASSOCIATES. INC.. Lucasfilm Ltd. [LFL] and suppliers of prizes are not etigible. 
Void where prohibited by law. All federal state and loco! regulations apply 
Winners will be asked to sign an affidavit of eligibility and their names and 
likenesses may be used for publicity purposes. 

7. For a list of major prize winners, send a self-addressed, stamped envelope to 
Death Star Batiie Sv^eepstakes Winners List, PC Box # 783, Lowell. IN 46356. 



OFFICIAL ENTRY FORM- 



DEin'H SI'HR BII1TI.E SVVEEPSI'AKES 

^m^m BECOME A JEDI MASTER"^ IN YOUR OWN VIDEO ROOM ^^^M 

EASY AS AB-C TO PLAY AND WIN! 

A Check the scene that appears first in the nnovie Star Wars; Return of the Jedi. " 
B Check the screen that appears first in the Parker Brothers' DEATH STAR " BATTLE Video Game. 

C Fill in your name and address below and mail your entry to; Death Star'" Battte Sweepstakes, RO. Box #621, Lowell, 
Indiana 46356. 
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THE NATIONAL VANITY BOARD 

Today's Top Coin-op Scores 



Electronic Games is proud to announce the creation of 
the National Vanity Board to identify and honor the 
nation's arcade aces. Just as the Electronic Games' 
National Home Arcade salutes the achievements of the 
lords and ladies of living room gaming, the National 
Vanity Board will monitor the triumphs of the kings and 
queens of the coin-op videogaming world. 

EG will update the listings each month based upon 
information provided by game manufacturers, arcade 
operators and, most importantly, our hundreds of 
thousands of readers. If you or one of your buddies 
rewrites the record book for the most popular commercial 
arcade machines, getting the proper recognition for the 
new champ is as easy as following these three steps: 
1- Set the record. 

2. Show the arcade manager on duty your record score 
and have him (or her) sign the proper portion of the 
report form — copies or facsimiles are fine. 

3. Mail your score report to: Electronic Games, 460 
West 34th Street, 20th Floor, New York, NY 1 0001 . 



Score Report Form 



Name of Player (Please Print) 



Player's Address. 



Name of Game_ 
Score 



Name of Arcade. 
Arcade Address _ 



Arcade Operator's Signature. 



Here Are the Arcaders to Beat! 



Missile Command (Atari) 

C.R. Ricardo 

Miami, FL 

Record: 60,506300 

Centipede (Atari) 

Darren Olson 
Calgary, Canada 
Record: 15,207,353 

Donkey Kong Jr. (Nintendo) 

John Connolly 
Aberdeen, MD 
Record: 3,963,200 

Ms. Pac-Man (Midway) 

Brian Burknap 
Berwyn, IL 
Record: 443,310 

Super Pac-Man (Midway) 
Jeff Yee 

San Francisco, CA 
Record: 5,533,990 

Dig-Dug (Atari) 

Art Solis, Jr. 
Hollywood, CA 
Record: 9,999,990 

Donicey Kong (Nintendo) 
Steven Jeffe 
Rockville, MD 
Record: 14,271,000 

Prensy (Stern) 

Pete McCormick 
Morris, MN 
Record: 1,243,163 

Progger (Sega/Gremlin) 
Dave Marsden 
Santo, TX 
Record: 2,400,050 



Galaga (Midway) 

Jack Pardo 
Lansing, Ml 
Record: 9,635,070 

Stargate (Williams) 
Dave Perlmutter 
Brooklyn, NY 
Record; 78,425,450 

Robotron (Williams) 

Eric Edwards 

Milford, Ml 

Record: 386.967,400 

Tempest (Atari) 
Lance Layson 
Calhoun, GA 
Record: 5,084,247 

Vanguard (Centuri) 

Guillermo Toro 
Caba Rojo, PR 
Record: 2,238,220 

Wizard of Wor (Midway) 

Terry Prince 
Roseland, NJ 
Record: 839.450 

laxxon (Sega/Gremlin) 

Seth Moore 
Yellow Springs, OH 
Record: 3,281,000 

Tron (Midway) 

Gary Pontius 
Cedar Rapids, lA 
Record: 8,234,553 

folar Pox (Midway) 

Ed Zywusko 
Beverly, MA 
Record: 5,108,720 



Kick-IVIan (Midway) 

Shane Pagan 
St. Barry, IL 
Record: 35,554,695 

Kangaroo (Atari) 

Chris Andersen 

Port Coquitlam, Canada 

Record: 610,200 

Loo|iing (Venture Line) 

Craig Johnson 
Juneau, AK 
Record: 2,458,770 

Joust (Williams) 

Rick Linden 
Northbrook, IL 
Record: 83,000,000 

Eyes (Rock-Ola) 

Craig Seitz 
Cuba, MO 
Record: 4,663,820 

Tutankham (Stern) 

Lars Lind 
Greenfield, MA 
Record: 272,200 

Burgertime (Midway) 

Jim Liebler 
Clarendon Hills, IL 
Record: 4,206,350 

O'Bert (Gottlieb) 

Terry Mann 
Eagle Point, OR 
Record: 15,171.835 

Lady Bug (Universal) 

Jon Morgan 
Jacksonville, FL 
Record: 288,890 



Wild Western (Taito) 

Neal Parsons 
Ontario, Canada 
Record: 957.300 

Suii R«»c 1-D (Sega/Gremlin^ 

Stefan Libero 
Beaumont, TX 
Record: 465,900 

MegaHack (Centuri) 

Jay Rector 
Crawfordsviile, IN 
Record: 1,007,416 

Space Dungeon (Taito) 

Shannon Sharp 
Aurora, CO 
Record: 2,251,455 

Mouse Trap (Exidy) 

Dwight Love 
Alberta, Canada 
Record: 35,069,980 

Xevfotts (Atari) 

Dave Penk 
Union, NJ 
Record: 134,950 

Popeye (Nintendo) 

Lance Layson 
Calhoun, GA 
Record: 2,576,350 

Star Trek (Sega) 

Steve Zammar 
Littleton, CO 
Record: 105,625 



'N' Jump (Midway) 

Dave Zicherman 
Morgantown, VA 
Record: 949.228 



16 Electronic Games 




*'All you've got to do is go a, little higher, \ 
a little faster and a littlefarther 
than you've ever gone before." 



Bruce Jenner, Olympic decathlon gold medalist 

In The Activision Decathlon, designed 
by David Crane, you hit the screen 
running. 

The moment you grab the joystick 
your heart races and so do you— run- 
ning, jumping, vaulting and hurling like 
never before, through all ten decathlon 
events. 

Amidst the pageantry of a color- 
ful arena, you'll control incredibly 
realistic athletic motion. But whether 
you're going against your own record 
or up to three other athletes, you'll 
need all the speed and reflexes you've 
got to earn the gold. 

The Activision Decathlon. If you're 
ready to give it everything you've got 
and more, let the games begin. i 

©1983 Activision, Inc. Activision is a registered traaemarkotAcnvision, Inc 




cIlVisioH. 

We put you in the game. 



For use w(tn the Atari* 2600" Video Computer System?' Atari7 
2600" and Vtdeo Computer Systei-"" are trademarks of Atari, Inc. 
Also for use with Sears Tele-Games* Video Arcade^ Tele Games" 
and Video Arcade^ are trademarks of Sears, Roehi/ck and Co. 



MB PRODUCES 
TALKIE GAMES 

Milton Bradley plans to pro- 
duce a plug-In device for the 
Atari 2600 and 5200 pro- 
grammable videogame sys- 
tems, which recognizes and 
synthesizes speech. 

The attachment comes 
with a headset and a mi- 
crophone and allows home 
arcaders to play games utiliz- 
ing up to a dozen selected 
words, instead of employing 
conventional order-entry de- 
vices such as paddles and/or 
joysticks. The add-on Is ex- 
pected to hit the shelves by 
Christmas, retailing for about 
$50. 

Milton Bradley also intends 
to market 18 games for use 
with the device. Some will be 
games developed by Atari for 
which MB will provide speech 
recognition as an extra en- 
hancement. 



RULING SLICES 
THE PINEAPPLE 

U.S. District Judge Irving 
Hill has issued a preliminary 
injunction against a company 
called Formula International, 
terminating the firm's dis- 
tribution of an Apple II work- 
alike, dubbed the Pineapple. 

Specifically, Judge Hill has 
prohibited the Formula group 
from copying any Apple soft- 
ware programs, whether con- 
tained in the memory of the 
computer or on disk, tape or 
cartridge. 

Apple previously filed the 
suit against Formula Inter- 
national last September, 
although 600 Pineapple kits 
imported from Hong Kong 
had already been sold. 

Even though Formula In- 
ternational is appealing the 
decision, which means there'll 
be a lot more haggling over 
the ruling, the basis on which 
Judge Hill granted the injunc- 
tion may very well throw a 
wrench into some companies' 
plans to make work-alike 
hardware systems, by pro- 
tecting the operating systems 
of the originals. 

"It is definitely a landmark 
decision," states Dan Wen- 
din, Apple's associate coun- 
sel. 
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JMost Popular Videogame Cartridges 



Hosicion 


Times 






This 


-ast 


on 








iWoiitii 


Month 


List 


Game 


System 




1 


3 


11 


Donkey Kong 


ColecoVision 


Coleco 


2 


9 


7 


River Raid 


Atari 2600 


Activision 


3 


— 


6 


Advanced Dungeons Intellivision 


Mattel 








& Dragons 






4 


2 


7 


Lady Bug 


ColecoVision 


Coleco 


5 


4 


11 


Pitfall 


Atari 2600 


Activision 


6 


1 


3 


Donkey Kong Jr. 


ColecoVision 


Coleco 


7 


6 


2 


Pac-Man 


Atari 5200 


Atari 


8 


NEW 


NEW Keystone Kapers 


Atari 2600 


Activision 


9 


— 


3 


Centipede 


Atari 5200 


Atari 


10 


5 


3 


Ms. Pac-Man 


Atari 2600 


Atari 


11 


— 


4 


Megamania 


Atari 2600 


Activision 


12 


14 


2 


Centipede 


Atari 2600 


Atari 


13 


11 


11 


Venture 


ColecoVision 


Coleco 


14 


7 


10 


Zaxxon 


ColecoVision 


Coleco 


15 


15 


11 


Frogger 


Atari 2600 


Parker Brothers 




iUlost Popular Computer Games 


Posrtion 


Times 








This 


Last 


on 








Monni 


Month 


List 


Game 


System 


Manufacturer 


1 


1 


18 


Star Raiders 


AT 4-8-1200 


Atari 


2 


2 


16 


Pac-Man 


AT 4-8-1200 


Atari 


3 


2 


11 


Centipede 


AT 4-8-1200 


Atari 


4 


7 


5 


Miner 2049er • 


AT 4-8-1200, 
Apple II 


Big Five/ 
MicroFun 


5 


8 


17 


Castle Wolfenstein 


AT 4-8-1200, 
Apple II 


Muse Software 


6 


4 


8 


Choplifterl 


AT 4-8-1200, 
Apple II, VIC-20 


Broderbund 
Creative Software 


7 


— 


2 


Defender 


AT 4-8-1200 


Atari 


8 


NEW 


NEW 


Ft. Apocalypse 


AT 4-8-1200 


Synapse 


9 


6 


3 


Astro Chase 


AT 4-9-1200 


Atari 


10 


5 


2 


Prep pie! 


AT 4-8-1200 


Adventure tnt'l. 



Aflost Popular Coin-Op Videogames 



This 



1 
2 
3 
4 
5 
6 
7 
8 
9 
10 



Last 
Month 

1 
5 
3 
7 
4 
NEW 
8 
10 



Times 
On 
List 

2 
12 

8 
12 

2 
NEW 
13 
13 
14 
10 



Pole Position 

Donkey Kong 

Joust 

Dig-Dug 

Q'Bert 

Burger Tinne 

Zaxxon 

Tron 

Tempest 

Centipede 



**^«"facturer 

Atari 

Nintendo 

Willianns 

Atari 

Gottlieb 

Data East/Bally 

Sega 

Bally 

Atari 

Atari 



Readers Choose Top Games 

Since mere quantity of play doesn't necessarily equal actual popularity, Electronic 
Games bases its standings on the votes of its readers. These lists of most popular games 
are based upon more than 1000 Reader Polls. We update the "picked hits" lists in 
every issue of Electronic Games. 

So send in your votes! 
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Tiger Electronic Toys, Inc. 
909 Orchard 
Mundelein, IL 60060 
(312)949-8100 
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CREDIT WHERE CREDIT 
IS DUE 

In your May issue, on page 21 , you 
wrote that Activision had a ganne call- 
ed Krazy Kapers. The actual nanne is 
Keystone Kapers. You also credited 




DEMON ATTACK 



Demon Attack and Atlantis to Tigervi- 
sion. Demon Attack and Atlantis are 
both nnade by Innagic. 

Tonn Schaefer 
Greendale, Wl 
Ed: We couldn't have said it better 
ourselves. Thanks for writing. 

5UPERGAMES AND THE 
COLECOVISION 

I'm a proud owner of the ColecoVi- 
sion system and am inquiring about 
the third expansion module. In your 
"Preview '83", you said it would in- 




clude Super Donkey Kong. However, 
an advertisement on pages 58-59 
says it will include Gorf and Buck 
Rogers. Which ones, guys?! Also, will 
this Super Donkey Kong make my old 
cartridge obsolete? Will they produce 
Super Donkey Kong Junior and Super 
Venture? Would Coleco do this to 
yours truly? 

Stavros Varellas 

Address unknown 

Ed: To answer your first question, 



who already own a ColecoVision can 
buy a plug-in Adam module, which 
will play the company's entire line of 
Supergames, as well as performing 
other computer functions, 

ATARI GAMES FOR 

COLECOVISION 
AND INTELLIVISION? 

I was shocked to hear about Atari's 
attempts to induce wholesale distribu- 
tors of its videogames into not selling 




ADAM COMPUTER 



GORF (COLECOVISION) 
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when Coleco announced the super- 
game module, it was to be packaged 
with Super Donkey Kong. Soon after- 
wards, the company decided to in- 
clude Gorf and Buck Rogers instead. 
But Coleco' s plans have changed 
again. 

Coleco will be going full steam 
ahead with the Adam, an 80K com- 
puter that comes complete with key- 
board, built-in word processing, let- 
ter-quality daisy wheel printer, and 
a new type of data drive known as 
a digital data pack drive. Gamers 



any competing brands. I don't blame 
Parker Brothers for suing. Atari 
shouldn't monopolize the industry, 
and all it's doing is making many loyal 
Atari fans angry. 

I wish Atari would make versions of 
its great games for other major game 
systems like the ColecoVision and In- 
telllvision. What owner of a non-Atari 
system hasn't dreamed of being able 
to play the Atari classics on their own 
game machines? I think Atari, being 
number one, has an obligation to its 
customers to put out a superior prod- 




CBS Electronics is now the source of a 
big variety of exciting games never 
before available on the Atari '^ 5200.' * 
Now you can really plug into the 
excitement five different ways. . .each 
one a thrilling test of your skill and 
concentration. 

There's popular arcade games like 
Bally/Midway's GORF' -where you 
must muster all your strength to defend 
against flying Gorfs, deadly Droids, 
Kamikaze Invaders, Laser Attackers 
and Neutronium Ships. WIZARD OF 
WOR ' -you must outwit and outshoot 
the sinister Wizard in the dreaded dun- 
geons of Wor. And BLUEPRINT ' -which 
lets you try to prove that chivalry is not 
dead. Only you have the blueprint for 
the machine that can stop mean Ollie 
Ogre and save fair Daisy Damsel. 



Plus there's K-RAZY SHOOT-OUT"- 
Electionic Games Magazine's Com- 
puter Game of the Year. It's an 
incredibly fast -paced test of your 
marksmanship against alien Droids. 
And there's MOUNTAIN KING' -an ever- 
exciting journey through diamond- 
laden caverns in search of the elusive 
Flame Spirit. . the mystical key that 
unlocks the Temple Chamber which 
holds the Golden Crown. 

It 's five great ways to add to your 
Atari 5200 video game selec- ^ 
tion. So check out the video 
games from CBS Elec- 
tronics. And discover 
how much more ex- 
citing your Atari 
5200 just ^ 

became. ^^V^ <S^^^ 



emarkof KayEntG 
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uct and to please as many custonners 
as possible. Besides, if they went nnul- 
ti-systenn, they'd nnake nnore nnoney! I 
hope Atari is considering this. 

Jeff Silva 
Taconna, WA 

THE INVISIBLE MAZE 

Here's one for home gamers who 
are tired of the same old maze and dot 
games. How about invisible mazes 
and dots? By adjusting the brightness 
and contrast on your television till you 
see only your gobbler and the ghosts, 
villains or monsters, you can revitalize 
your old games and make them seem 
new again. 

Derek Parker 
Detroit. Ml 

SOFTWARE ENCYCLOPEDIA 
UPDATE 

About the first edition of EC's Soft- 
ware Encyclopedia: In the Atari 400- 
800 section, why are all the games 
labeled "16K disk, 48K disk", etc.? I 
own the system, and games such as 
Pac-Man, Super Breakout, Asteroids, 




PAC-MAN 



Centipede, Gorf, and Miner 2049er 

are all cartridges. Not everybody can 

afford a disk drive! 

Marc Marino 
Maiden, MA 
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Ed: Right you are, Marc The games 
you mentioned are all available on 
cartridges, as are many 16K games for 
Atari computers. Those 16K games 
that aren't are generally available on 
cassette. We'll correct the error in fu- 
ture editions of the EG Software En- 
cyclopedia, as well as cover even 
more games for every major computer 
and videogame system. 

CONQUERING XEVIOUS 

I've found a few secrets in Atari's 
coin-op game, Xevious, that I'd like to 
share with your readers. 

The Cynidals, which are those hex- 
agonal buildings that grow out of the 
ground, are underneath the targeting 
cross when it flashes red, and there 
are no other ground targets there. 
You can make them grow by shooting 
the spot with the blaster, which will 
net you 2000 points. 

There are little yellow flags with red 
"S" 's on them. When you fly your 
Solvalou over them, you get an extra 
ship. 

Eddie Wyatt 
Address unknown 

COLECOVISION's 
NEW CONTROLLERS 

I own a ColecoVision and have been 
constantly frustrated by the control- 
lers. I saw an ad for the new Coleco 
Super Action Controllers in your May 
issue. Are they good controllers? Will 
they be compatible with all ColecoVi- 
sion games? 

Also, is it possible to get the Decem- 
ber 1982 issue of your magazine? 

Kenny Takenaka 
Lovelock, NV 
Ed: The Super Action Controllers 
aren 't yet available for play-testing as 
this issue goes to press, but rest 
assured that as soon as the new con- 
troller comes out, you 'II hear all about 
it in EG. Because it has both a keypad 
and a joystick, plus multiple firing 
buttons, it should be compatible with 
ever/thing Coleco puts out. Keep a 
watch for our new controller review 
column, 'In Control". It starts next 
month, and it may help you find the 
controller that's just right for your 
purposes. 

As to your second question. . .Back 
issues of Electronic Games can be 
obtained by filling out the order form 
found towards the back of the maga- 
zine, near the Reader Poll. If you miss- 
ed an issue, this is your chance to 
catch up on the facts. 

So be there or be square! 



Sirius Is 
GIVING AWAY 

Over 

$35,000.00 

In 
VIDEOGAMES!!! 

You Can Win A Sirius Game 
OF YOUR CHOICE! 

Correctly answer the questions 

below to qualify for the 

FREE GAME DRAWING. 

Enter all of the 

Grud Quizzes and qualify for 

all 20 drawings! 





GRUD QUIZ #5: 




REPTON 


1. 


What is the Saucer penalty? 


2. 


What does "ALERT" signify? 


3. 


How many ships do you start the 




game with? 


4. 


How many Bricks does it take to 




complete the enemy base? 



TO ENTER: 



Just send a postcard or 3 x 5 piece of 
paper to Sirius containing the following 
information; 

1 Your name and address 
2. The Grud Quiz number and your four 
answers 



RULES: 



1 All entries must be handwritten and 
mdividually mailed, 

2. All entries must be postmarked by 
midnight, February 29, 1984. 

3, Only one prize per person per quiz is 
permitted. 

1,000 WINNERS! 

If ALL of your answers are correct you 
will qualify for that Grud Quiz drawing, 
50 winners per quiz will be randomly 
chosen and notified by mail on or before 
March 31, 1984, Each winner will 
receive a complete Sirius catalogue 
listing from which they can select the 
game or games of their choice. 

LOOK FOR MORE GRUD QUIZZES in 
the Oct,, Nov., and Dec. issues of your 
favorite computer magazines or at 
participating software retailers. 

ALL CONTESTANTS WILL RECEIVE A 

FREE FULL COLOR SIRIUS COMIC 

CATALOGUE 



S irius 




Sirius Software, Inc. 
10364 Rockingham Drive 
Sacramento, CA 95827 

(VOID WHERE PROHIBITED BY LAW) 
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THE COMMANPeC. HE ^AlD" THfe t& UgC^EMT l 
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500M THE SWESWEBE ALIVE WCTX ENEMY SH1P6 . I POUND MVSELP IPlpECTL-V 
OVER THE GWARCiORS BASE , MiSSLES SHOCiTlt^ AT ME , A t::|LUfcC WNE 
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THEN 1 5AM/ A MOWV CEUlSEPj SPED AHEAD 
TO l^eSTtoV HIM. I WAS SMAET, AS SCX^^ 
AS I 5HCfr,UP WEHT MY FORCE SHIELD. 
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Five SHOTS, piEECr HiTS/ MEEOLess TO *=^Y 
I SAVEp REPTON AND LIVED Tt> TELL. 
AJ3O0T ir. NO WbfJPEPi rM.-.CAPTAIf^ STAJZl! 
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For more intormation contact 
your local Sirius dealer or 
contact Sirius directly at 10364 
Rockingham Drive, Sacramento 
CA 95827, (916)366-1195. 



Atari 800, 1200 and Commodore 64 versions 
programmed by Dan Thompson. Apple version 
programmed by Andy Kaluzniacki. Package, 
program and audio visual ■"- 1982 Sirius 
Sodware, Inc All rights reserved. 

Eirius and Repion are trademarks of Scrius 
Software. Inc. Atari 800 and 1200 are trademarks 
of Atari, Inc. Commodore 64 is a trademark of 
Commodore Business Machines, Inc Apple II, 
M • and He are trademarks of Apple Computer, 
Inc. Sirius is nol affiliated with Atari, Comn>odore 
or Apple. 



Atari 800 & 1200 Disk 
Commodore 64 Disk 
Apple II, 11+ &lle 
Disk 



Game design by Dan Thompson and 
Andy Kaluzniacki 
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Here's What's Heading Our Way 
This Holiday Season 

By THE EDITORS OF ELECTRONIC GAMES 



I ore is less" perfectly de- 
I scribes the electronic gam- 
ing outlook for this coming fall and 
winter. Though this little phrase some- 
times carries the negative connota- 
tions of belt-tightening and making do 
with less, "more is less" hcis a purely 
positive meaning when applied to 
home arcading. 

"More" stands for the greater- 
than-ever number of outstanding new 
products which manufacturers plan to 
rush to market during the cold weath- 
er months. "Less", on the other hand, 
refers to the lower retail prices which 
consumers can expect to pay for most 
of this top-quality merchandise. 

The hobby of electronic gaming has 
never been more affordable for the 
average American. Intense competi- 
tive pressures and cost-cutting made 
possible by numerous technological 
advances are combining to knock 
down the prices on just about every- 
thing a home arcader could desire. 

Game-oriented computers, which 
sold for as much as $1 ,000 shortly af- 
ter Christmas 1982, are mostly below 
$300 today. Videogamers can buy car- 
tridges for several dollars less apiece 
than formerly, while computerists are 
reveling in price-slashes of up to $20 
per disk compared to last year. 

The new, lower price-scale is further 
widening the appeal of the world's 
fastest-growing hobby. Many families 
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which previously did all their playing in 
the commercial game parlors can now 
afford to purchase a home arcade sys- 
tem. So even as many families go 
shopping for their first computer, 
many others are finally ready to plunk 
down some folding green for a pro- 
grammable videogame system. 

The continuing expansion of the 
electronic gaming audience is as good 
for gamers as it Is for the manufactur- 
ers which will reap greater profits as a 
result of higher sales volume. 

As recently as two or three years 
ago, electronic gamers might well 





±y^_^ —'-»*-" 






^H 


1 TKCIUMIOnV 






'' HP^^^ '^, u - "^Sm^I 


^ 

3 


1 


\ 


I : .^u y^^K/j^ayT, }'•- -: , 


_««» 




|j:\,DEOa*.M6CAT,Tf»irO^; 

Wn FOftVOUH' -nHPUTEfl SYSTEM'- .1 


5^ 


! 










J 



MINER 2049er 



have asked: "Is there anything new 
worth buying?" These days, a better 
question would be: "What new pro- 
duct should I buy first?" There really 
are that many attractive choices. L-o- 
o-ong shopping lists will be the rule 
rather than the exception this winter. 

The most important trend, apart 
from lower retail prices, is the develop- 
ment of a kissing-close relationship 
between the fields of videogaming 
and computer gaming. Companies 
that once only manufactured 
videogame cartridges are jumping 
into the design of computer game 
software, while several well-known 
publishers of disks are learning that 
the videogame cartridge category can 
generate substantial profits. 

The realization has dawned that 
essentially the same type of person is 
interested in both sorts of games. 
Studies have demonstrated that the 
buyer of a videogame system is one of 
the likeliest customers for a new game- 
oriented computer a year or so down 
the road. 

Standardization of hardware and 
software formats appears no closer to- 
day than it did a year ago, but things 
have improved in one respect. The 
practice of publishing games in multi- 
ple editions is making gamers feel 
much less isolated from fellow hob- 
byists who happen to own other 
systems. 

Universality has always been one of 
the greatest strengths of coin-op 
gaming. A player in Los Angeles has 
the same games available, essentially, 
as the arcade-goer in New York City. 
The same was hardly true on the home 
front until this year. It's no longer un- 




usual for a software publisher to issue 
a new title in versions for every system 
from the Atari 2600 to the IBM Per- 
sonal Computer. 

The most striking example of this is 
the field-spanning licensing drive for 
Bill Hogue's Miner 2049er. Though 
the game does play a little differently 
from system to system, the similarities 
easily outweigh the departures from 
the original concept. That is, Atari 800 
and Apple II owners can discuss the 
intricacies of Miner strategy and find 
enough common ground to make the 
conversation useful to both. 

Action games are still far and away 
the most popular type, but the leading 
edge software producers are eagerly 
searching for new worlds to conquer. 
Adventures, sports simulations and 
electronic strategy contests are be* 
coming more numerous. Some outfits, 
like Synapse Software, are blending 
elements of the arcade game and the 
adventure to produce a hybrid with 
the good qualities of both, like Necro- 
mancer. 

Science fiction and fantasy remain 
the most popular themes, but more 
diversity is definitely in the wind. 
Hunts for powerful dragons and mys- 
tic orbs will be popular over the next 
12 months, but players will find them- 
selves enjoying a wide variety of vi- 
carious experiences. 

The quest for the perfect game con- 
troller wilt continue without let-up. 
Here, too, competition is forcing prices 
sharply lower, so that gourmet you still 
couldn't afford may well be in reach in 
time for Christmas giving or getting. 
Tracballs are appearing for use with 
virtually every system, even though 
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few home electronic games are actual- 
ly designed to be played with anything 
other than a standard joystick. Button 
panels that give a commercial arcade 
feel and lap stands are also much in 



evidence at the present time. 

That's what might be called the 
satellite picture of the electronic gam- 
ing hobby. Now let's zoom in for a 
much closer look . . . 
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Anyone who's worried that 
videogaming has shot its bolt 
can relax. It's true that computer gam- 
ing appears to be the coming thing 
these days, but there's still plenty of 
action in software for programmable 
videogame machines like the Atari 
2600, ColecoVision, Atari 5200, and 
Intellivision. 

There may be fewer cartridges 
issued over the next 12 months than 
during the previous dozen. Many 
tried-and-true producers of video- 
game cartridges will be redirect- 
ing a significant portion of their total 
effort into storming the emerging 
computer game field. These com- 
panies aren't about to abandon their 
legions of videogaming fans, but 
you'd have to be mighty dense not to 
notice the major shifts now underway 
in the electronic gaming hobby. 

On the other hand, the quality con- 
tinues to climb to new heights. This is 
true even of cartridges designed for 
use with the Atari 2600, a system 
skeptics were calling played out over a 
year ago. Numerous publishers dis- 
agree with this assessment, and 




JUNGLE HUNT 

they've got the new games to prove 
their point. 
Home versions of popular coin-op 
H videogames will be Atari's main soft- 
R ware thrust for both the 2600 and 
5200 programmable systems. Com- 
H mercial arcade hits which the Sunny- 
HP vale, Ca. giant intends to produce in 
editions for both machines include: 
Pole Position, Jungle Hunt, Kanga- 
roo, Dig-Dug, Joust, Moon Patrol, 
and Battlezone. Also, Atari plans to 
produce 5200 versions of Ms. Pac- 
Man and Vanguard, both of which are 
already available for the 2600. 

Exclusively for the 2600 will be 
Krull, a three-scenario action-adven- 
ture based on the summertime sword 
and sorcery movie from Columbia Pic- 
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More Memory 

Perks Up 

Videogame 

Cartridges 

tures. The arcader must fight off 
slayers, avoid the snares of the crystal 
spider and challenge the deadly fire- 
balls of the beast. 

Some of the most enticing home 
versions of former — and current — 
arcade winners are slotted to make 
their debut solely as cartridges for the 
5200. Games from Atari in this cate- 
gory are: Pengo, Tempest, Robotron, 
and Xevious. 

In a class by themselves, at least at 
the present time, are the pair of 5200 
games Atari will release with self-con- 
tained voice synthesis. ThQ company 
will use this new development to bring 
a really full-bodied Berzerk, complete 
with taunts about "stupid humans" to 
the home screen. The umpire makes 
all the key calls in the 5200 edition of 
ReaiSports Baseball. An outstanding 
feature of this one- or two-player 
sports contest is that each team can 
play at a selection of three skill levels. 
For the first time, it will now be possi- 






ble to' handicap a stronger player, or 
give a novice a little extra boost 
against a wily veteran of electronic di- 
amond action. 

Several of CBS Electronics' forth- 
coming Atari 2600 titles also benefit 
from technological improvement. In 
this case, it's CBS' RAM-plus chip, 
which bolsters the weakest point of 
the 2600, the visuals. Tunnel Runner 
and Wings, the first two cartridges in 
this series, may fool some gamers into 
thinking they've turned on their Atari 
computer instead of the 2600, 

Tunnel Runner is a maze game with 
adventurous overtones that puts the 
player right down in the labyrinth. Un- 
limited maze configurations keep the 
player from getting too cocky, though 
it is possible to get an overhead view, 
at least at lower levels, for the pur- 
poses of orienting yourself in the quest 
for the exit door. Wings is, quite simply, 
one of the finest flight simulators ever 
created for any system. Take com- 
mand of a jet interceptor and foil an 
enemy missile attack in this total 
triumph of videogame design. Watch 
out, though, it's going to take plenty 
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MOUNTAIN KING 

of practice to win your wings in this 
one. 

The Mountain King and Omega 
Race cartridges, due in October- 
November, also utilize the RAM-plus 
chip. Already available as a cartridge 
for the 400-800-1200 family of Atari 
computers. Mountain King depicts the 
search for a marvelous temple crown 
that's hidden deep beneath a hill hon- 
eycombed with passageways. Omega 
Race is a home edition of the Bally 
quarter-snatching space game that 
has delighted VIC-20 owners for the 
last year in a cartridge from Com- 
modore. 

CBS also plans a whole slew of car- 
tridges in the more traditional 4K mold 
for the Atari 2600. Home translations 



THERE'S $1000 HIDDEN IN THIS AD. 



Tell us how many tridents are hidden in 
this ad and how many are on the back of 
the Fathom™ video gome package, and you 
might win $1000. 

And if you think that's tough, wait'll you 
try to find the hidden tridents in our gome. 




For Atari^ 2600." Soon for ColecoVisionr Intellivision; 
Atari' 5200r Atcai Computers, and TI-99/4A. 



You'll hove to search the seas as a por- ■ 
poise without getting eaten by octopuses. 
You'll have to change into a seagull and fly 
over volcanic isles without getting bumped 
by blackbirds. 

But if you doht find the trident, you can't 
free the mermaid. Or win the $1000. 

So, happy hunting. 

Send your entries along with your name, 
address, and phone number -pATurMlir 
to:Tathom Finders," PO. Box ^*Ji?™?^ 
31001 Los Gates, CA 95030. BY IMAGIC 




All entries must be postmarked by January 31, 1984. Drawing will be held on February 28, 1984 Winner will be notified no later than March 15, 1984 Imagic will not be responsible 
for lost late, or misdirected mail. All entries which are complete and have the correct answers are eligible. Winner will be determined by a random drawing from all eligible entries The odds 
of winning will depend on the number of eligible entries received. Any and all taxes are the sole responsibility of the winner No purchase necessary Contest void wherever restricted 
or prohibited by law. Employees, distributors and advertising agencies of Imagic and their families are not eligible for entry 



of coin-ops will be the main story: 
Domino Man, Kick- man, Targ, Blue- 
print and Solar Fox. Blueprint makes 
an exceptionally handsome 2600 
game, and it could rise to unexpected 
heights of popularity once Atarians 
get wind of it. The player attempts to 
assemble the parts of a machine de- 
spite the efforts of nasties like OIlie 
Ogre and Fuzzy Wuzzy. 

CBS also has some treats in store for 
owners of the Atari 5200. Solar Fox, 




SOLAR FOX 

Omega Race, Wings, Satan's Hollow, 
Domino Man and Madden Football 

should all be in the stores in time for 
Halloween. Due out even earlier — 
possibly even before the fall school 
bells ring — should be Wizard of Wor, 
Gorf, K-Razy Shoot-Out, Blueprint 
and Mountain King. 

Activision, as expected, has several 
mouth-watering 2600 cartridges wait- 
ing to blow our minds. Hard on the 
heels of Enduro comes another major 
triumph, Robottank. This first-person- 
perspective contest requires the arcad- 
er to guide a tank through hostile ter- 
rain patrolled by powerful armored 
fighting vehicles. It's packed with re- 
lentless action — and comes dressed 
up in truly superb graphics. 

Olympic Decathalon is an amazing 
achievement. It's almost unbelfevable 
that a single cartridge could contain all 
10 events, even in rudimentary form. 
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There's still a few kinks in the control 
scheme for the running events, but 
Activision's army of design superstars 
has licked problems like that before. 
Crackpots is, in some ways, like a 
trip down Activision's private memory 
lane. The cartridge is definitely state- 
of-the-art, but its enticing cartoon- 
style visuals and straightforward play- 
action may remind some veteran gam- 
ers of classic titles like Kaboom! The 
idea is to drop flowerpots from the top 
of the screen so as to squash the bugs 
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that are scuttling up the playfield to- 
ward the on-screen character. 

I magic has concentrated on the In- 
tellivision system for the last six 
months or so, but the company's 
schedule of forthcoming releases indi- 



cates that the drought is over. Just out 
are Solar Storm, a planet defense 
game and Moonsweeper, a lunar- 
landing-and-rescue videogame; also 
heading this way is Fathom. This mul- 
ti-screen action adventure is not only 
one of the most beautifully rendered 
2600 cartridges available today, but its 
play-action is nothing short of enthral- 
ling. The player begins as an en- 
chanted seagull. Completing the first 
screen endows the bird with the ability 
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to change into a dolphin, which dives 
underneath the waves in a hunt for 
Neptune's trident. Once armed with 
the trident, the dolphin can proceed to 
the ocean floor, free the princess from 
her watery prison and loot Neptune's 
cave of its gaudy treasures. 

And shoot-'em-up fans haven't 
been forgotten, either. Imagic's 
Tarantula sends the gamer streaking 
down subterranean caverns guarded 
by monsters in a fantasy-tinged trea- 
sure hunt. This scrolling shoot-out fea- 
tures good visuals and, of course, con- 
tinuous action from start to finish. 

Q*Bert is the current big star in the 
Parker Brothers constellation. The 
company will shortly Issue both a 2600 
cartridge reprising the Gottlieb coin- 
op and a stand-alone based on the 
same concept. Unfortunately, as with 
the same company's Amidar, a lot of 
the cuteness of Q*Bert is lost in the 
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" . . Star Command to all video 
game players . . . we have 
confirmed reports that U.S.S. 
Moonsweeper was attacked 
try an aJien transport. . . 
Moonsweeper last sighted 
clearing aurora flares on way 
to rescue Malanium miners 
on Lunar Alpha Red. . . she low- 
ered shields, located Alpha Red, 
and hegan final approach ... we 
do not know if Moonsweeper 
was forced into a mining tower 



... or was shot down heading 
for acceleration rings . . .we do 
know several enemy destroyers 
were shot down before commu- 
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to nearest video store and 
attempt to make contact witii 
Moonsweeper . . . situation 
critical . . . repeat . . . situation 
critical... over.." 

MOONSWEEPER i 
BY IMAGIG L 



For Atari' 8600.^ Soon for Atari" S800,~Intellivislon; ColecoVision,™ 
VlC-aO," Atari' Computers and TI-g9/4A. 




translation to a 4K videogame car- 
tridge, but the concept of the game 
remains intact. 

The "Star Wars" saga continues at 
Parker Brothers. Joining Jed! Arena 
and The Empire Strikes Back in the 
catalog will be a pair of games derived 
from this past summer's "Return of 
the Jedi" blockbuster conclusion to 
the trilogy. Deathstar Battle and Ewok 
Adventure both give arcaders the 
opportunity to take up the rebel cause 
and restore freedom in the galaxy. 

Porky's is a four-screen extrava- 
ganza for the 2600 from Fox Video 
Games. Can Pee Wee get his revenge 
and blow the bar right off the map? 
The action progresses from playfield 
to playfield as the arcader's on-screen 
surrogate advances toward the final 
showdown. 

Other titles on tap from Fox include 
Voyage to the Bottom of the Sea, 
SpaceMaster X-7 and The Earth Dies 
Screaming. Voyage, in which the 
player pilots a flying submarine on a 
mission to relieve the ocean depths of 
some fancy treasure, looks particularly 
promising. 

Sega hopes to duplicate its popular- 
ity among coin-oppers with the home 
arcading crew. The first batch of car- 
tridges for the 2600 from the com- 
pany includes TacScan, Buck Rogers, 
Thunderground and Congo Bongo. 
None of the 2600 editions are exactly 
heart-stoppers, but Sega intends to 
produce games for a wide variety of 
videogame and computer systems, 
many of which do have the graphics 
capabilities to do justice to a title like 
Congo Bongo, which depends to some 
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extent on the visual impact it makes. 
Mattel's M-Network cartridges for 
the Atari 2600 have apparently done 
well enough with consumers to 
prompt the Hawthorne, CA, firm to 
publish a number of additional titles 
during the balance of this year and 
early 1984. The roster of anticipated 
games includes a pair of coin-op trans- 
lations: Bump 'N' Jump and Loco-Mo- 
tion and several adventures such as In 
Search of the Golden Skull and Ad- 
vanced Dungeons&Dragons Treasure 
of Tarmin. The latter, reportedly cre- 



ated with much input from Gary 
Gygax and the other mavens of role- 
playing gaming at TSR, appears to be 
one of the most detailed and en- 
grossing contests ever encoded for the 
2600. It is expected to be the first in a 
series of scenarios that will bring com- 
puter adventuring a little closer to the 
non-electronic segment. 

Amiga is another company hoping 
to attract home arcaders with a hearty 
serving of innovation. Gamers will 
soon be able to buy special macro- 
cartridges that contain three full- 
bodied games for a list price in the 
$30-$40 range. One of these special 
cartridges will be devoted to contests 
likely to appeal to younger arcaders, 
while not boring more experienced 
ones. It will contain Gopher and Eggo- 
mania, purchased from the now-de- 
funct U.S. Games, plus a third pro- 
gram in a similar vein. Those who've 
only heard about Gopher and fggo- 
mania, neither of which has previously 
attained nationwide distribution, will 
now have the chance to enjoy them 
firsthand. 

Another of the three-packs will take 
a decidedly military theme. Included 
will be an air-land duel, an air-sea con- 
flict and a two-player confrontation 
between an attack submarine and a 
destroyer escort. 

Three-dimensional games for the 
2600 will also be on hand by mid- 
winter from Amiga. One is a multi- 
phase ghost hunting adventure, while 
the other is a first-person piloting and 
shooting game in which alien ships 
and meteor swarms fly right off the 
screen at you. Also on the way from 
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against alien invaders. 






Maneuver through the video galaxy with the 
Discwasher® PointMaster tm competition joystick* 

Its fighter pilot's hand grip gives you total control The 
top mounted^ fast action thumb trigger makes right or 
left handed play unearthly easy* And the PointMaster is 
compatible with most popular video game systems. 

Survive longer against gorillas^ ghouls^ ghosts^ dragons 
and alien invaders with PointMaster . . , For people who 
take their games seriously^^M 
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Amiga are a trio of cartridges for use in 
conjunction with the joy board con- 
troller. 

Bounty Bob, the intrepid star of 
Miner 2049er, is the hero of two new 
cartridges fronn Tigervision. Miner 
2049er II lets videogamers enjoy three 
more playfields from the 10-screen 
computer game original, while Scraper 
Caper finds Bob working as a firefight- 
er. Also coming soon from Tigervision 
are Springer, a climbing game that 
chronicles the adventures of a bounc- 
ing bunny, and River Patrol, in which a 
player pilots a leaky boat along the 
river in a hunt for human survivors to 
rescue. 

Two games for less than the price of 
one is the main boast from a new soft- 
ware house called Xonox. The K-Tel 
subsidiary is introducing "double-en- 
der" cartridges that hold two com- 
plete 4K games. The list price is ex- 
pected to be in the $25 -$30 bracket, 
making them quite a value. 
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The first three double-ender car- 
tridges will be: Spike's Peak/Ghost 
Manor, Lancelot/Robin Hood and 
Chuck Norrls/Hercules. Nearly ready 
for market is an 8K, two-screen car- 
tridge based on the "Thundarrthe Bar- 
barian" Saturday morning cartoon 
adventure series. The most exciting 
aspect of Thundarr is that events con- 



tinue to unfold on one screen while 
the arcader battles evil on the other 
one. 

Although most of Xonox's games 
weren't ready for real testing when 
this issue of EG went to press, the early 
signs are most encouraging. The 
graphics are especially pleasing, giving 
the games a lighter, more charming 
appearance than most other titles for 
the 2600. 

A new outfit, Mythicon, will sell its 
first three 4K cartridges at the 
astounding price of $9.95 each. Even 
more amazing, Star Fox, Fire Fly and 
Sorcerer are pretty good — certainly 
better than some of the cartridges 
foisted upon the public at top prices 
over the last year or so. 

Myth icon will have sequels to each 
of its initial releases ready during the 
fourth quarter. They will have 8K of 
programming and sell for $11.95. 

Boardgaming giant Avalon Hill, 
already active in the computer soft- 
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ware field through its Microcomputer 
Games Division, has formed the Ava- 
lon Hill Video Game Company to 
make cartridges for the Atari 2600 — 
and possibly a few other systems later 
on. London Blitz, Wall Ball and Death 
Trap are the first three releases, 
though the company plans as-yet-un- 
named cartridges to enlarge the line 
sometime during the first-half of 
1984. 

London Blitz is a three-screen con- 
test that should particularly please 
fans of "Danger: UXB". The idea is to 
roam the macro-maze street map of 
London until you spot an area in which 
a bomb is endangering the popula- 
tion. The player must then rush to the 
site and disarm the explosive device 
before it blows. 

Avalon Hill's Wall Ball is also quite 
unusual. The player moves a large 
square cursor around the screen, 
which represents the back surface of a 
racquetball-like court rendered in 3-D 



perspective. The goal: Hit the ball with 
the cursor so that it bounces off the 
front wall, eliminating a brick in the 
process. Winning requires the player 
to completely eliminate every brick in 
the front wall. 

First Star Software made its big 
splash last year with Astro Chase. It 
has since sold most of the rights to that 
game to Parker Brothers (which will 
bring it out in a variety of formats) and 
is moving ahead with other projects. 
One game, Bubbles for the 2600, fea- 
tures charming visuals and play-action 
that should prove popular with those 
who especially enjoy games in the 
Q*Bert genre. 

Those who've called and written 
Electronic Games concerning the Col- 
ecoVision have often lamented the 
lack of cartridges even while praising 
the system itself to the skies. If there's 
been a shortage of ColecoVision-com- 
patible software in your life, there's 
definitely a light at the end of the tun- 



nel. While Coleco continues to sup- 
port its "third wave" system with a 
steady stream of new software pro- 
grams, third-party software publishers 
are ready to hop on the bandwagon. 
There could easily be over 30 cartridges 
for ColecoVision by Christmas. 

Translations of commercial arcade 
designs are still Coleco's main stock- 
in-trade. Coming soon are: Mr. Do!, 
Frontline, Slither (to be packed with 
the roller controller). Frenzy and 
many, many more. Baseball and foot- 
ball games are also on the agenda for 
sports gamers, with Rocky Battles The 
Champ limbering up in the dressing 
room for late-1983 unveiling. The 
baseball cartridge, the exact title of 
which is still subject to change, will be 
sold with Coleco's new pistol-type 
controller. 

Micro Fun is likely to become the 
first independent software publisher 
to distribute games for the ColecoVi- 
sion. Line-leader is Mike Livesay's 
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FIRE FLY (MYTHICON) 



SORCERER (MYTHICON) 
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rendition of Miner 2049er. Not only 
does the ColecoVision edition of this 
honne arcade classic have better sound 
and graphics than the computer ver- 
sion, but it includes an 11th playfield 
not found on any other version. 

Other ColecoVision titles from Mi- 
cro Fun are: Globe Crabber, a pinball 
contest, Scraper Caper, in which 
Bounty Bob plays fireman,, and Time 
Runner, a science fiction game involv- 
ing building platforms in space. 

At least four of the games de- 
veloped by CBS Electronics will have 
ColecoVision editions before the end 
of this year. Scheduled for release 
within the next 60 days are Wings, 
Mountain King, Madden Football and 
Domino Man. In light of close ties be- 
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WINGS 

tween Coleco and CBS, it wouldn't be 
surprising if several additional CBS ti- 
tles made it into ColecoVision ver- 
sions, perhaps under the Coleco ban- 
ner, before too long. 

Fox Video Games plans to try the 
ColecoVision market with at least one 
cartridge this fall. Porky's, the multi- 
screen action-adventure will be the 
opening salvo. The gamer must help 
Pee Wee get across the highway, 
through the swamp, past showers and 
a scaffold to an explosive showdown 
with the bar. 

Xonox, too, intends to produce at 
least one ColecoVision game in 1983. 
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The company plans a souped-up ver- 
sion of its 2600 game, Thundarr, for 
the system. 

Fathom, Moonsweeper and Nova 
Blast are the first three ColecoVision 
cartridges on tap from Imagic, which 
has previously concentrated on pro- 
grams for the Atari 2600 and Intellivi- 
sion. Presumably, all will be consider- 
ably enhanced over the 2600 versions 
Imagic is also readying. 

Though Starpath has repacked its 
Supercharger (for the Atari 2600) and 
intends to pursue the marketing of 
games-on-tape, the company is also 
branching out into the production of 
programs for other videogame and 
computer systems, including the Cole- 
coVision. Arriving in the nation's soft- 
ware stores this month are Cole- 
coVision editions of three of Starpath 's 
most popular titles: Escape from the 
Mindmaster, Phaser Patrol and Dra- 
gonstomper. 

N.A.P. Electronics is set to begin 
creating software for systems other 
than its own Odyssey^ Four titles are 
scheduled for release this year, with 
more to follow if consumer response is 
favorable. Cavern is an adventure for 
one or more players which contains 
many of the features so dear to role- 
playing gamers, like individualized 



character attributes. The heroes wan- 
der through a 10-level dungeon, with 
256 rooms on each floor, in a search 
for treasure and precious magical 
items. 

Other titles in this new line are: 
Flashpoint, Power Lords and Pink 
Panther. The graphics and animation 
of the latter, originally developed for 
U.S. Games, are utterly delightful. 

SuperGraphics, a new technique 
said to greatly enhance on-screen im- 
age resolution, smooth animation and 
provide a wider range of colors, will be 
incorporated in most of the new car- 
tridges for the Intellivision I & II 
videogame machines by Mattel. 
Other benefits of this advance, made 
possible by a new and exclusive Mattel 




FLASHPOINT (N.A.P.) 

Electronics Graphics Development 
System, the GDS-7809, also makes 
possible such extra touches as ani- 
mated title pages and a unique scroll- 
ing playfield feature. 

The first Intellivision games with Su- 
perGraphics will be Burgertime, Pin- 
ball, Mission X, Masters of the Uni- 
verse, Motorcross, Mystic Castle, 
Thin Ice and Buzz Bombers. The com- 
pany also intends to utilize the system 
in some forthcoming M- Network car- 
tridges for the Atari 2600. 

CBS Electronics' decision to expand 
into the production of cartridges for 
other systems besides the Atari 2600 is 
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b Whichplayeris 
about to hit the jaclq)ot? 
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i lUrLk qUlCJi. KanJar^Ts a ding- 
er for the one in the arcade. So don't pull your 
punches . Like the player on the right . He'll only 
score 100 points for punching a thrown apple. 
But the player on the left will score twice as 
many for punching a fallin g apple. 

Only Atari makes Kangaroo for the ATARI® 
2600^"Game, Sears Video Arcade -systems, and 
a version exclusively for the ATARI 5200^^^ 
SuperSystem. 

So get Kangaroo. It's a knockout. 

Here comes Kangaroo* from Atari. 

y C ^ ^ Warner Communications Company 
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about to pay big dividends for Intellivi- 
sionaries. Wizard of Wor, Gorf, Solar 
fox, Blueprint and Omega Race 

ought to be available already. Coming 
out in time for the holiday season will 
be Wings, Madden Football and 
Domino Man. 

Porky's will also be issued by Fox 
Video Games in an Intellivision edi- 
tion, along with the other version pre- 
viously mentioned. Although Sega 
hasn't yet clarified its strateg^^ with re- 
gard to the Intellivision, sources close 





to the company indicate that titles like 
Buck Rogers and Congo Bongo might 
get translated into Intellivision-com- 
patible form eventually. 

Imagic, this year's most prolific pub- 
lisher of Intellivision cartridges (aside 
from Mattel) has several more aces up 
its corporate sleeve. Joining the cata- 
log during fourth quarter 1983 will be 
Fathom, Moons weeper, Nova Blast 
and Beezer The latter, which involves 



CORF 

outsmarting bees inside a hon- 
eycomb-maze, is the first coin-op 
game which Imagic has licensed for 
the home market. 

Even partisans of the Odyssey^ 
won't be entirely left out in the 
months to come. Odyssey has Pink 
Panther, Killer Bees and Turtles ready 
for 1983 launch. Pink Panther, in parti- 
cular, is a lovely-looking maze-chase 
in which the feline hero must stay a 
few steps ahead of Inspector Clous- 
seau. 
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Improved 



tast year, manufacturers swamped 
the hobby with game controllers of 
every conceivable description, plus a 
few genuine oddities that defy logical 
description. The public has tried them 
all and rendered its verdict — and a 





Sport Lower Prices 



the merits of various controllers has 
ended, things are finally calming down 
a bit. Prices have fallen to more realis- 
tic levels and even economy replace- 
ment sticks have features that were 
at one time, only found exclusively on 
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"THE BOSS 

few of the poorer specimens have 
already retired at the Home for Out- 
moded Peripherals. 

Now that the chaotic period of. 
claims and counter-claims regarding 




SUNCOM'S "STARFIGHTER" 



tindlcatea a trademark of Sears. Roebuck and Co. 'Indicates trademark antf C Tailo America Corporation 1982. 1983 Atari Ino All Rights Reserved 



whiimplayer IS snatching 
victory from the jaws of defeat? 



ATARIi 



ATARi^^ 



rlllCLOlltlBiSt. much like the ar 

cade, you can't g'o in green. Like the player on 

the left. He'll get snapped up by the crocodile , 

with the wide open mouth. But get the croc [ ^lUWGlEHUHT/ 

with the partly open mouth and score 200 ^ 

points, like the player on the right. 

Only Atari makes Jungle Hunt for use with 
the ATARI" 2600^« Game, Sears Video Arcadet 
systems, and a version exclusively for the 
ATARI 5200^" SuperSystem. 

So explore the stores for Jungle Hunt. And 



learn it like a native. 

Here comes Jungle Hunt from Atari; 

^9 A Warner Commuaications Company 




"top-of-the-line" controller devices. 

Wico probably offers the most ex- 
tensive selection of joysticks. Not only 
has the company expanded its popular 
Command Control line, but it has just 
introduced the Computer Control and 
Boss brands. The former is aimed at 
owners of game-oriented microcom- 
puters, while the latter is a low-priced 
top-firing stick with a bulky grip 
handle. 

Wico has some good news for own- 
ers of the ColecoVision and Intellivi- 
sion programmable videogame sys- 
tems. There are now Command Con- 
trol joystick-and-keypad combina- 
tions for both machines. Both have an 
eight-position bat-handled joystick, 
four firing buttons and a keypad. 

Sharing in the glad tidings will be 
fans of the Atari 5200. The manufac- 
turer now makes both an analog joy- 
stick and a tracball for play with this 
system. The joystick employs dual po- 
tentiometers for 360-degree control, , 
modified grip handle with two fire but- 
tons and switches for changing the 

ROKLAN S UN-ROLLER CONTROLLER 
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configuration from centering to non- 
centering. The tracball, which has two 
fire buttons, uses a phenolic ball with 
360-degree movement and comes 
equipped with a "y" cord that adapts 
the tracball and existing controller into 
the system at the same time. 

Recognizing that different games 
sometimes require controller adjust- 
ments, Wico plans to bring out a 
three-way joystick. This one allows 
the gamer to use one of three inter- 
changeable shafts, including a bat 
handle and two styles of grip handles, 
as the spirit moves. 

The Boss, at $19.95, is Wico's main 
entry in the "popular price" controller 
sweepstakes. It features a grip handle 
with an easily thumbed fire button and 
stands solidly on four rubber feet. The 
Boss plugs directly into any Atari 2600, 
Atari computer, VrC-20, Commodore 
64 and the Sears Arcade Game. Wico- 
produced adaptors allow it to work 
with the Apple, Tl 99/4A, Radio Shack 
Color Computer and the Odyssey^ 

Wico is also targetting the computer 

COLECO PERIPHERALS 



THE MOUSE W/MOUSE CONTROLLER CARD (WICO) 
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TRACKBALL & CONTROLLER CARD 
FOR IBM PC (WICO) 



COMMAN D 



CONTROL 



AUTHENTIC ARCADE COffTROLS 

Ergonomics. The psy- ERGONOMICALLY DESIGNED exclusive ergonomic 
chological science TO FfT YOUR HAND AND MIND, design. And you get 
used by engineers to '^ "' T%jun nMrtiJ Mrni mmu, ^^^^^ different handles, 

create efficient controls for the aviation industry, to allow you to change grips for the fun of it... 

The science that works to combat pilot's hand as easily as you change video games. All this, 

fatigue. The science that lets the hand react as plus two independent fire buttons, to give you 

fast as the mind can direct it. the absolute ultimate in control. 



Now, WICO has applied the science of ergo- 
nomics to develop superior controls for home 
video game and computer systems. 

Command Control Power Grip Joy stick. The 
aviation-type grip fits your fingers comfortably, 
to lessen hand fatigue and put the total feel of the 
game in the palm of your hand. The directional 
precision and instant fire response give you 
control never before possible at home. 

Comm and Contr ol T hree-Way Joystick Delux e. 
You get all the exciting benefits of WICO's 



Both feature WICO's arcade-proven leaf-switch 
design... an exclusive that major commercial 
video game manufacturers demand for more 
than 500 of their arcade models. Both offer 
unrivaled arcade durability and are fully backed 
by WICO's one-year limited warranty. And both 
work with Atari, Commodore;' ColecoVision;'^ 
and nine other popular home video game and 
computer systems. 

Ask your retailer for a demonstration. And take 
command. Today. 
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/ / WICO/Con'siim'cr Division, ^6400 Gross Point Road.KlilJs, IB60648A 
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gaming field with its Computer Com- 
mand line. The first item to make its 
debut is the analog joystick, which 
features a large red handle and a pair 
of different-sized buttons mounted on 
the top panel to the left of the stick. 
This set-up may decrease the chances 
that you'll hit the wrong action button 





TG PRODUCTS' LATEST APPLE JOYSTICK 

during the heat of electronic battle. 
Versions of this controller are available 
for the Apple, IBM Personal Computer 
and TRS Color Computer. The Com- 
puter Control line also includes a 
mouse (and appropriate controller 
card) for the IBM Personal Computer 
and a tracball for the same machine. 
TG Products, which bills itself as 
"the oldest and largest independent 
manufacturer of game controllers for 
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personal computers", is entering the 
Atari-compatible field for the first time 
this year. The Enjoystick (model TJS- 
400) is an oddly-shaped unit that, 
according to TG vice president Don 
Geyer, is "the first joystick designed 
and contoured to fit comfortably in 
the palm of the hand." With buttons 
well-positioned for use by either a left- 
or right-handed arcader, the Enjoy- 
stick may be an especially good choice 
for southpaws. It is expected to carry a 
suggested list price oif $34.95. 

TG Products has also made some 
changes in its TG-600 tracball for the 
Apple and IBM computers, and pre- 
miered a similar unit for the Atari 
2600, Atari 400-800-1200 comput- 
ers, VIC-20, Commodore 64 and 
other plug-compatible systems. 



The big change in the Apple and 
IBM tracball is the addition of a third 
firing button. Although manufacturers 
haven't yet published games that use 
a third button, TG believes such con- 
tests are in the offing and wants gam- 
ers to be ready to take up the chal- 
lenge. 

The Atari tracball (model TTB-800) 
employs an optical encoding system in 
which a beam of light senses the posi- 
tion of two wheels. The device has a 
pair of action buttons. 

Discwasher has carved a secure 
niche for itself in the field of Atari- 
compatible joysticks and now hopes 
to do the same with devices for the 
Intellivision I & II and the ColecoVi- 




POINTMASTER'S QUIK-STIK 

sion. The Pointmaster Quick-Stik I 
adds a comfortable bulb-top handle to 
the Intellivision I's direction disk, and 
the Quik-Stik II does the same for the 
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newer version of Matters programma- 
ble videogame. 

For the ColecoVision, Discwasher 
now makes a keypad adapter that lets 
players use the Atari-compatible 
Pointmaster on this popular system. 
This one should be in the stores in time 
for holiday buying. 

Amiga has created what may well 




COIN CONTROLS' COMPETmON-PRO JOYSTJCK 

be the smallest joystick on the market, 
the Power-Stick. This tiny marvel util- 
izes a patented process that replaces 
the usual dome-switch contacts. It 
features action buttons mounted on 
both sides which can be activated 
either with the fingers or, if this is your 
preference, by a timely squeezing of 
the hand. It's available for systems 
with Atari 2600-compatible sockets 
and the Tl 99/4A. 

Also heading toward us from Amiga 
is the Joyboard. This stand-on device 
transfers control of the gaming action 
from your hands to the entire body. 
This can produce quite a unique sensa- 
tion when wedded to the appropriate 
piece of software. The Joyboard em- 
ploys the same switching mechanism 
as the Power-Stick and will be sold in 
versions for use with the Atari 2600, 
Atari computers and VIC-20. 

Amiga is also modifying the Power- 
Stick for the ColecoVision market. The 
device looks like a conventional 
Power- Stick with a keypad attached at 
the top. The pad portion also includes 
a second pair of action buttons, in case 
the side-mounted ones aren't the 
player's cup of tea. 

The Quickshot III, by Spectravideo, 
is also made for the ColecoVision. 
Standing on built-in suction-cup feet, 
the Quickshot ill incorporates a large 
pistol-grip stick with two independent 
firing buttons with a base that includes 
the required keypad and an extra pair 
of firing buttons for those arcaders 
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who prefer to play two-handed. 

Accu Company and Roklan each 
have new controllers for owners of 
systems that possess Atari plug-com- 
patibility. Accuball is a mid-priced 
tracball that is said to provide quick 
on-screen response, particularly in 
games which allow omni-directional 
movement. Roklan, previously best- 
known fpr its excellent games for the 
Atari computers, has unveiled some- 
thing it calls the Un-roller Controller. 
Although it superficially resembles a 
tracball, it is said to work on a some- 
what different principle that also per- 
mits Roklan to sell a pair of the units 




for $49.95 (suggested list price), less 
than for a single tracball in many in- 
stances. 

Coin Controls has been a major 
manufacturer of controllers and other 
gizmos for the coin-op industry for 
many years. The Elk Grove, IL-based 
firm is following Wico's lead by mov- 
ing into the home market. The first 




COLECOVISION'S JOYSTICK/ KEY PAD 



ATARI'S 600XL 

offering is the Competition -Pro Joy- 
stick for the Atari 2600, Atari 400- 
800-1200, VIC-20 and Commodore 
64. It even sports features like nylon- 
and-steel construction and large ac- 
tion buttons mounted for easy use by 
'eft- or right-handers. The unit sells for 
a suggested list of $19.95, and Cole- 
coVision and Tl 99/4A versions of the 
same thing are designed to sell for 
$21.95. 

Coin Controls' product range also 
includes a couple of budget-stretchers 
for systems which are Atari plug-com- 
patible. The competition Pro Joystick 
Model 3000 (suggested list price is 
$15.95) has both top- and side- 
pointed action buttons, while the 
$12.95 Model 1000 includes a base 
firing bar only. 

Hayes Products has put a little of the 
spirit of videogaming in its Mach III 
Joystick for the Apple and IBM Per- 
sonal Computer. As far as anyone can 
tell, this is the first Apple ll-compatible 
controller that puts the fire action but- 
ton on top of the stick as well as in its 
customary location on the base. (The 
other button is not duplicated in this 
fashion, which might cause some 
problems on games that have both 
bombing and laser fire.) 

But then, for game afficionados, 
problems are all in a day's arcading. 

Stay in control! Q 
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By JOYCE WORLEY AND LISA HONDEN 



Games 
Provide Painless 
Education 

€ver wanted to take a magic 
potion, go to bed and learn to- 
morrow's chemistry lesson while you 
dreamed? There's hardly anyone 
around who hasn't wished for an 
easier way to learn, and now some- 
thing has finally been invented to 
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make education just a little less 
arduous to acquire. No, not sleep 
learning. That idea has some merit, 
and there are certainly some fine 
minds out there trying to devise ways 
to teach the three R's to Junior while 
he's unconscious at night. 

Sorry, but sleep learning will have to 
take a back seat for the present to 
something that's a lot more fun. 
Thanks to computer technology, 
there's no more pleasant way to learn 
any of life's lessons than while playing 
games! 



coco (EDUCATIONAL COf 



mmsM 





Q)UCAnONAL 
QMPUTER GAMES 



All computer games are educa- 
tional, in a general sense. They all help 
the player become more computer 
literate — and the ability to use a com- 
puter is bound to be an important skill 
in the future. Action games teach 
hand/eye coordination; strategy 
games hone the mind's capabilities for 
logical thought; games with graphic 
splendors train the eye to appreciate 
beauty. 

Let's leave the philosophizing now 
and move along to what most people 
mean when they say "educational 
games" — programs specifically de- 
signed to teach the player some fact or 
skill, while entertaining. 



This is the year it's all happening. No 
matter what the lesson you want to 
teach or learn, odds are there's a game 
to help you get the message while 
you're having fun. 

There's no doubt that computer 
educational games are an effective 
method of teaching, regardless of the 
student's age. Dr. Larry Lowery, who 
teaches "Evaluation of Educational 
Courseware" to doctorial candidates 
at the University of California at Berk- 
eley, sums it up by saying, "When a 
child is exposed to software that 
teaches at home, chances for high suc- 
cess in school are greatly improved." 
Another well-known academian. Dr. 



Alfred L. Moye, former Deputy Assis- 
tant Secretary for the U.S. Dept. of 
Higher Education, believes in comput- 
er education so strongly that he re- 
cently became the National Educa- 
tional Sales Manager for the Home 
Computer Division of Atari. 

With over 75,000 parents buying a 
home computer each month, manu- 
facturers of computer software recog- 
nize the great demand for educational 
entertainments. Whether you're a hot 
gamer hunting for a less painful way to 
learn to type, an ambitious musician 
hoping to perfect your tonal skills, or a 
game-loving parent who'd like to in- 
troduce a child to technology, com- 
puter games can help! 

Nowadays when a young mother 
holds a tiny tot on her lap reciting 
nursery rhymes, there's a fair chance 
she'll be reading them off a computer 
monitor screen rather than from a 
storybook. An excellent choice for 
baby's first program is Micro Mother 
Goose (Apple II/48K) from Software 
Productions, Incorporated. This re- 
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MICRO MOTHER GOOSE (CLASSIC FAMILY SOFTWARE) 
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Your quest is clear. . .and dangerous - in this unique mix 
of software and boardgame. 

Be the first to rescue the king from the clutches 
of the evil black knightl 

Every step on the big. colorful gameboard - and the 
action-packed on-screen adventures that result -depend 
on your choices, your skill, your luck. . .and your opponents! 
Beware! You'll be confronted with challenges requir- 
ing the skills of a master gamesplayer... battling against 

such formidable scoundrels as 
thieves, witches, trolls and 
dragons -in 20 breathtaking 
arcade-style computer games! 




Families will love playing this game over 
and overl 

No two games are alike. Children, ages 8 and up, 
delight in the humor, payability and colorful, fully- 
animated pictures. Grownups are challenged by the 
expert skiUs and strategy required to become a master 
Chivalry player. For 1 to 4 players. 

An original boardgame for the Apple® that 
gives you more! 

Look what you get with Chivalry: A disk with 
sturdy colorful gameboard.. .PLUS, playing pieces, full- 
color poster, instructions, strategy hints and attractive 
packaging! Only $49.95! 

Look for Chivalry, created by Optimum Resource. 
Inc.. in finer computer stores everywhere. Or, call toll- 
free 800-852-5000. Dept. AB-41 

Apple II or Apple II + . with 4SK and 
one disk drive. 3-3 DOS; and Apple lie 
or Apple III. Use with keyboard 
or joystick. 



Cbwalry 

The ultimate marriage 
of software and 
gameboard - 
exclusively 
for the Apple! 



wyv 



h ChivaLry. by Richard Hefter and 
Janie and Steve Worthington. 

is a registered trademark of 
Optimum Resource. Inc. Apple and 
Apple n.n + . lie and HI are 
registered trademarks of Apple 
Computer. Inc. A/M13-C31 



(UeeklyR^der 
TaitiilySoftwan^ 

A Division of Xerox Education Publications I 
Middletown.CT 06457 







EDUCATIONAL 
(DMPUM GAMES 



markable adaptation of the old classic 
is just the thing to start wee folk on 
their way to gaining computer literacy. 
Micro Mother Goose doesn't even re- 
quire the child to be able to read in 
order to operate the program, because 
it's for kids three to nine. In fact, 
with some help from Mom showing 
Little Suzy how to move the cursor 
around and return to menu, Micro 
Mother Goose will even keep a two- 
year-old entertained for hours. 

Just boot up the disk, plug in pad- 
dles or a joystick, and get ready for 
some nursery high-tech fun. A charm- 



ing picture of Mother Goose intro- 
duces the program. The operator uses 
the space bar to move the cursor up 
and down the listing of titles, each of 
which is flagged by a small graphic 
design that kids too young to read can 
use to identify the selection. There are 
nine rhymes and three arcade-style 
games based on nursery themes, all 
designed just for the kindergarten set. 
Dial up "London Bridge" and a 
handsome picture of the bridge 
appears on-screen. The words of the 
rhyme print out, followed by the tradi- 
tional musical tune so the youngster 
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can sing along. This is not only good 
fun for mother and child, but starts 
Suzy on the path to learning how to 
read, while she gets comfortable using 
the computer. 

The Micro Mother Goose games 
start out very easy and are completely 
suitable for the youngest arcaders. 
They gradually get more difficult. 
"Lamb Scram" is the easiest to play. 
Mary's stray lambs are on the other 
side of the hedge, and the tiny tot 
must move the woolly beasts up and 
down the screen, then through a gap 
that randomly appears in the hedge. If 
the lamb successifully crosses through 
to Mary waiting on the other side, the 
"Mary had a little lamb" song plays, 
and a flower grows in Mary's garden. 
If the player dawdles too long, a mean, 
hungry wolf darts down the screen 
and gobbles up a lamb for lunch. 
Game two, "Splat", requires kid- 
eogamers to catch Humpty Dump- 
tys as they tumble from the top of a 
wall. Each time a half-dozen eggs are 
saved, the game gets harder. The most 
difficult game is "London Bridge- 
Out!", a wall-bashing contest that 
starts at a slow enough pace that 
won't frustrate tiny tots. The very first 
time a child plays, he'll immediately 
begin to improve his coordination 
skills. The game gradually speeds up 
until chunks of the bridge are being 
bashed away at a fairly challenging 
rate. 

Micro Mother Goose, like many 
programs designed for the younger 
set, comes packed with a booklet to 
teach parents the best way to use it. It 
also provides a colorful poster about 
the do's and don't's of computer use 
and some cheery stickers for the kids 
to use as decorations. 

The computer is probably the most 
elegant way for a kid to learn to count, 
and StickyBear Numbers, by Xerox 
Education Publications, is the prettiest 
number teacher ever made. This jolly 
counting game helps three- to six- 
year-olds develop the ability to recog- 
nize numbers. 

Press the desired digit, and colorful 
objects appear in groups which add up 
to that total. Hitting the space bar re- 
moves one item at a time to display a 
new number on-screen, until all the 
objects are gone and the display reads 
"zero". The beautiful graphics elevate 
this program far beyond the typical 
counting book that pre-computer kids 
had to learn from. There are at least 20 
different objects, all in hi-res graphics, 
brightly colored and cleverly ani- 
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EXCLUSIVE BUILT-IN SCREEN 
Portable -No TV Set Needed! 



VECTREX 3-D IMAGER "^ 
Real 3-D.. Jn Color! 



VECTREX LIGHT PEN 
A Unique Learning Tool! 



Now there's a graphic computer system that 
^ can truly be called "High Performance." Vec- 
trexhas thelool<, action and power that leaves 
the others in the dust! 
Only Vectrex has its own built-in screen so its 
portable- pick it up and play almost anywhere! 
For unbelievable realism, put on the new Vec- 
trex 3-D I mager""" accessory. Get ready for a real 
3-D experience-in color-that will surround you 
and draw you into the action like no other video 
game, home or arcade. 

The new Vectrex Light Pen accessory makes 
learning fun! You'll interact directly with the built-in 
screen to create brilliant graphic effects, compose 
music, play educational games, even create animation! 
Vectrex has a large and expanding library of "High 
Performance" games, including popular arcade clas- 
sics like Pole Position'', Scramble** and Berzerkl All 
Vectrex cartridges are ready to challenge you and trans- 
port you to the stars ...and beyond! 




GRAPHIC COMPUTER SYSTEM 

^^ Tr30emafk of Genera! Consumer fiectromcs. inc. 

'Pofe Position* is created and if censed by Namco c t982, 

* "Trademark of and ticensed by Konamt Industry ""- J981 

f Trademark of and licensed by Stern Electronics Inc c 1980. 

- I9SJ General Consumer Electronics. Inc Sania Monica. CA 90401. Aff Rtgtits Reservi 
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mated. Ice cream sundaes slide onto 
the counter and StickyBear, the cheer- 
ful cartoon bruin who lends his name 
to the title, gobbles the cherry from 
the top. Flying geese flap over a 
housetop; spaceships jet across the 
screen. Drums roll, balls bounce, cars 
drive past, snov^ shovels plov\/, and 
StickyBear peers out of nine windows 
in a frame house. Push the space bar 
and one item in the group goes away. 
Except for counting on your own 10 
tootsies, StickyBear Numbers is the 
most user-friendly, colorful and com- 
fortable way to team how to count. 
"Take-away-one" might not be the 
most exciting game you've ever seen, 
but pre-schoolers are fascinated by it, 
and it certainly teaches the number 
lesson beautifully. StickyBear Num- 
bers is packed with some nifty stickers 
and a colorful reading book for the 
tots, plus a nice picture of StickyBear 
to hang on the nursery wall. 

Once baby knows how to count, it's 
time to learn the alphabet There are a 
variety of outstanding first alphabet 
programs, no matter which computer 
you use. StickyBear is back with 
StickyBear ABC. Every letter has two 
pictorials, both animated in hi-res, 
each with its own sounds. Press "A" 
for a picture of an airplane flying 
across the sky. The letter appears in 







THE ALPHABET ARCADE (PROGRAM DESIGN, INC.) 




STICKYBEAR ABC 



large block print with the word "Air- 
plane". Press "A" again, and an apple 
falls from a tree. Again, the letter "A" 
is bright and bold, and the word 
"apple" appears on-screen. Every let- 
ter features comparable design work 
with two pictures by noted children's 
artist Richard Hefter, programmed by 
Janie and Steve Worthington and 
Spencer How. It's so good, it makes 
me almost sorry I already know my 
ABCs. 

Atari computer users have some ex- 
cellent choices available for baby's first 
program. My First Alphabet by Atari 
for the Atari 800 with disk and BASIC 
(32K RAM) is a prize-winning program 
created by Fernando Herrera for his 
own son. Steve was born with an eye 
problem, and Fernando wrote the 
program not only to help his boy see 
better, but also to teach him his num- 
bers and alphabet. The disk, most 
effective when used by parent and 
child together, slowly draws pictures 
on-screen to go with the appropriate 
letter or number. Even a child playing 
alone benefits from the cheery scenes 
and music, just by pressing random 
keys. In this way, kids quickly begin to 
recognize the connection between the 
keyboard letters and their on-screen 
counterparts. Press "A" and the com- 



puter sketches an airplane on-screen, 
line by line, propeller slowly spinning. 
The words "A is for airplane, arrow, 
arm, ant" appear on-screen, then the 
computer asks what picture you'd like 
to see next. For example, press "3" and 
nine clowns are slowly drawn on- 
screen. Then the computer goes back 
and paints smiles on the faces of three 
bozoes, as well as putting frowns on 
the rest. The numeral "3" is painted 
on-screen, and the logo reads "Three 
happy clowns". This program gives a 
real headstart to preschoolers, while 
introducing them to the family com- 
puter! 

Also available for the Atari is 
Alphabet Arcade, published by PDI. 
Three games help older kids acquire 
more skills with the alphabet. In one 
game, "Letters For Lisa", fussy eater 
Lisa only chomps her letters for din- 
ner in alphabetical order. "Letter 
Treasure" asks computerists to help a 
diver retrieve booty from the ocean 
floor by defusing mines and detagging 
fish all in alphabetical order, then 
breaking down a wall of words by hit- 
ting them in alphabetical order. The 
third game, "Order, Please!", requires 
gamers to put a series of words into 
alphabetical order. The cassette ver- 
sion of Alphabet Arcade has a voice 
introduction to each game and re- 
quires 16K. The disk version runs on 
24K. 

Software Productions has followed 
the excellent Micro Mother Goose 
with another good tutor for pre- 
schoolers. Alphabet Beasts & Co., for 
the Apple II. Press any letter and a 
picture of a mythical beast appears 
on-screen with a humorous rhyme. 
Alphabet Beasts not only helps pre- 
pare children for reading and writing 
by showing the word written in the 
handwriting script that's taught in 
most schools, but it also provides a rich 
background of fantasy folklore, 

Milliken Publishing has long been 
involved in the manufacture of educa- 
tional software. Its WordFun titles cov- 
er vocabulary development, word 
structure and spelling. Each WordFun 
package includes two age-specific 
games and a user's guide to suggest 
ways for parents to bring these educa- 
tional concepts into dally life. Mil- 
liken 'sWiifL/n programs teach a varie- 
ty of skills for gamers ages five to 14. 
Snake-O-Nyms & Word Flip is a com- 
bination program available on casset- 
te, cartridge or disk for the Atah 400- 
800-1200 computers. It teaches 
synonyms and antonyms, plus word 
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The Bally/Miciway arcade memory-lwister 
you can play ai home. 

Remember playing BLUEPRINT in the arcades? How it drove 
you nuts? The damsel in distress? The crazy contraption? Fuzzy 
Wuzzy? Ollie Ogre? The bomb pit? The explosions on the way to 
the bomb pit? You forgot all that?!! 

Well, our new BLUEPRINT didn't forget a thing. It's just as 
nutty at home as in the arcades, whether you play it on your Atari® 2600,'** 
5200;" 400/800/ 1 200XL^" or Mattel Intellivision? 
See for yourself. And don't forget to remember not to forget to send in the coupon for u p to $20.00 in 
CBS Electronics arcade game cash rebates! 

Don't forget to rescue me. If 
Ollie Ogre catches me, he'll, he'll. 
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Forget about getting rescued. 

Daisy. Your hero will never build . 

his contraption in time. 
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Says you, Ollie!, 
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I have to remember 
which houses had the 
parts to my contrap- 
tion... get rid of 
a bomb every time { 
I make a mistake... 



stay out of 

the clutches of 

my arch-rival 

Fuzzy Wuzzy . . . 
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and put my contraption together in 
Now you'll pay for chasing my 



exactly the right order 
girlfriend, creep! 
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Here's how to get your cash rebate: 
I. Purchase any of the followinB game cartridges between now 
and Oct. 15, 1983: SOLAR FOX. GORFi WIZARD OF WOR. BLUEPRINT. 
2. Completely fill in the mail-in certificate and mail along with your original 
dated cash register receipt(s) and the UPC Symbol found on the back of the 
cartridge box to: 

Cash Rebate, RO. Box 778 Green Farms, CT 06436 
3. To qualify for the cash rebate by mail, all of the above items must be sent 
in their original form. No reproductions will be accepted. 
4. Offer good only in U.S.A. Any sales tax must be paid by customer 
Offer void where prohibited, taxed, or otherwise restricted. 
5. Offer limited to one $5.00 rebate for each cartridge purchased up to 
$20.00 and limited to one $20.00 rebate per household, address, or 
organization. 

6. The cartridges must be purchased between now and Oct. 15, 1963 
to get the cash rebate. All requests must be received by Nov. 1, 1983. 
CBS Electronics is not responsible for lost, late, or misdirected mail. 

7. Allow eight to ten weeks for receipt of rebate. 

8. Offer subject to availability of CBS Electronics cartridges and 
good only while supplies last. No rainchecks or other 
price/product guarantees made by reuilers will be honored. 



Shown on Atari ' 5200 '" 

Limit one $5.00 rebate for each cartridge pur- 
chased up to $20.00. This certificate must be accom- 
panied by your cosh reg/ster receipt and the UPC zymboi found on the back of the 
cartridge box. This offer expires Oct. IS, 1983. All requests must be received 
by Nov. 1.1983. 

^BLUEPRINT SOLAR FOX. GORF. and WIZARD OF WOR are TMs of Bally 
Midway Mfg. Co. "1981, 1982, 1983 Bally Midway Mfg. Co. All rights reserved. 
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endings and structure. Sky Writer & 
Pop 'R Spell helps kids choose the 
right letter or word. Alien Counter & 
Face Flash teach visual memory and 
counting. Gulp encompasses addition 
and multiplication drills. Golf Classic 
improves angle and length estimation. 
All games have user's guides and other 
support materials to help the con- 
cerned parent guide his young fry 
through the Intricacies of elementary 
education right on his own computer. 
This year many of the giant com- 
panies from the education field are 
getting interested in educational com- 
puter software. Scholastic, which mar- 
kets programs under the trademark 
Wizware, has Microzine, the first chil- 
dren's magazine in computer format. 
One of the activities in Microzine is an 
adventure allowing the child to ex- 
plore a haunted house, making his 
own choices at every step as to how to 
proceed next, where to go and what 
to do. Other programs in the Wizware 
software library include Your Comput- 
er, a hands-on introduction to com- 
puter technology for the first-time 
user, that might help parents as well as 
the younger set. 



ISA Software uses bright doggie 
Benji as the leading character in the 
Benji Discovery Series, a group of 
educational videogames that teach 
subjects such as astronomy, geogra- 
phy and computer literacy. One of 
these, Benji Saves The World, teaches 
the order of the planets, their sizes, 
details about gravitational pull and 
orbits — all to help Benji fight off alien 
invaders. That's some smarts for a 
dog! 

ISA also has COCO, a game that 
breaks BASIC programming Into sim- 
ple steps, to teach anyone from nine to 
90 how his computer works and how 
to write a simple program, it's avail- 
able for the Commodore 64 and the 
Atari 400/800/1200 computers. 
COCO 2 takes this program one step 
further, allowing kids to design their 
own videogames. A menu format 
makes it possible for even the uniniti- 
ated to create their own games with 
varied colors, sounds, scoring, speed 
and instructions. 

Sometimes you can find educational 
software in unexpected places. For ex- 
ample, take a gander at EPYX's 
strategy game, New World, for the 




BENJI PROMOTES "THE BENJt DISCOVERY SERIES" 



Apple II and TRS-80. Players lead ex- 
peditions to the New World, circa 
1495, to establish colonies in the 
Americas. They must struggle against 
weather, pirates, disease, bankruptcy 
and warfare. Gamers pick up a feel for 
the history of that period and a sense 
of New World geography. It also takes 
a strong sense of management and 
strategy to gain political and financial 
control of the Western Hemisphere, 
the goal that players strive for in order 
to win. 

There are four separate programs in 
Sierra On-Llne's Learning With 
Leeper. Youthful gamers learn count- 
ing, hand-eye coordination, and num- 
ber-, shape- and color-recognition. An 
on-screen Lunar Leeper acts as tutor, 
guiding them through games like 
"Dog Count", in which bones are fed 
to hungry mutts; the shape-matching 
"Balloon Pop"; and "Leap Frog", with 
a lost toad that must be guided 
through a maze that leads to the 
forest. The fourth game in the pro- 
gram is "Screen Painting". Select from 
a four-color pallette, then paint a pic- 
ture right on-screen. 

Adventure games are an attractive 
way for young arcaders to get practice 
in reading, as well as more subtle les- 
sons in cause and effect, logic and de- 
duction. Sierra On-Line suggests 
Dragon's Keep and Troll's Tale for 
second and third graders. Both adven- 
tures are played with the keyboard, 
but typing proficiency isn't needed. 

A kid can even learn hygiene from 
his or her computer! Commodore has 
Tooth Invaders for the VIC-20 and 
Commodore 64 computers, aimed at 
youngsters ages four and up. Plaque 
Man is the hero, and Decay is the vil- 
lain. The only way to fight tooth decay 
is to clean off the dirt using an on- 
screen toothbrush. 

The lessons to be learned while play- 
ing computer games don't stop with 
just children's diversions. Fact or Opi- 
nion, by Learning Well, challenges 
players to identify a paragraph or sen- 
tence as either reality or hype. De- 
signed for third to fifth graders, it lets 
up to six players move around an elec- 
tronic board. Gamers enter their 
names, after which the computer 
keeps track of their turn order, and 
rolls the dice for everyone. Arcaders 
move around a shopping mall until 
they land at the door of a store. Then a 
statement is displayed, and the gamer 
decides whether it's fact or opinion. If 
you're worried that your child might 
not know the difference between a 
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If you'regood at playing Pac-Man™ or 
Ms Pae-Man;" you know how important 
time is. . .you've got to keep moving! 

Now, with your new Paxxon watch, 
Pac-Man™ or Ms Pac-Man'" will be right 
with you gobbling those power dots and 
cherries, and even the ghosts! 

As the new Pac Man"' floating-disc 
technology turns and tells you the time, 
you know it will stay on time because the 



watch has a Swiss jeweled movement- 
and a tough case and band to fit any 
size. And Pac-Man™ clocks have 
battery-operated quartz movements. 

Any watch can just tell you the time- but 
Pac-Man'" watches and clocks gobble 
all day long for you! Get one at a local 
store. 

Hurry, before the ghosts get you! 
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WATCHES & CLOCKS 



Telling Time was Never so Much Fun!" 

A Subsidiary of Diversified Greyhound ^^si^^^^^ 
8052 N.W 14th Street, Miami, Florida 33126 • (305) 592-6460 
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WORD ATTACK 

commercial and a real story, this 
should help him or her learn to spot 
the advertising. 

Spinnaker has always had the best 
interests of younger computerists at 
heart, and it has developed a variety of 
programs for these arcaders. One of 
the best is Snooper Troops. This 
adventure story casts the gamer as a 
detective trying to find out who stole 
the dolphin right out of his aquarium. 
The gamer has to question suspects, 
talk to agents, and explore the premis- 
es to come up with the right answer. 
This exciting amusement is nothing 
less than sugar-coated education. 
Although the player will probably 
have too much fun to notice he's 
being taught, this detective game 
actually teaches kids how to take 
notes, draw maps, organize informa- 
tion, as well as develop reading and 
vocabulary skills. It's recommended 
for enthusiasts age 10 and over, and 
many mystery-loving adults will get as 
big a kick from this one as the kids do. 

Words and letters are the basis of 
many educational computer games. 
Whiz Kid from Romox for the Atari 
400/800/1200 computers lets one or 
two players choose spelling drills, 
math quizzes or even create their own 
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word lists at five skill levels. The object 
is to form words or mathematical 
equations by combining letter cubes, 
while fighting against on-screen 
opposition that will try to hinder your 
moves. 

One important skill your computer 
can help you perfect is typing. Type 
Attack, published by Sirius Software 
for the Apple II computer, helps hone 
typing skills by making you match the 
letters or words flashed on-screen. 
Select the speed setting that's best for 
you, so your typing will get faster ev- 
ery time you play! 

Word Attack by Davidson & Associ- 
ates helps build vocabulary. Each word 
is displayed with its synonyms or def- 
initions and a sentence using it cor- 
rectly. Then a multiple-choice quiz 
tests the knowledge just gained. The 
next exercise is sentence completion, 
using the words included in the first 
listing. Finally, play "Word Attack", an 
arcade-style game. The player shoots 
the word that corresponds with the 
definition appearing on the bottom of 
the screen. 

Howard Sams & Co. distributes an 
unusual educational program for the 
Apple II called Music Games. Twelve 
diversions help would-be musicians of 
all ages learn to read music and recog- 
nize rhythms. The program comes 
with a user's guidebook, which rec- 
ommends the simpler games for 
youngsters down to age five. But 
many a music-loving adult who al- 
ways wanted to play can satisfy this 
ambition too. 

There are a lot of adult education 
game programs that make good use of 
the computer. Soft Images has one 
first-rate tutorial that should make 
many grown-ups happy: Black Jack 
Strategy. The company doesn't exact- 
ly guarantee you can make a fortune 
as a riverboat gambler after mastering 
this, but there's little doubt you'll end 
up a much better player than when 
you started. The tutorial leads you 
through the game step by step, 
teaching strategies, percentages, the 
basics of card counting, and every- 
thing you need to know about break- 



ing the bank at Monte Carlo. 

CBS Software's series of programs 
for the Apple and IBM PC, Learn 
Bridge With Charles Goren, uses the 
bridge-master's techniques to take a 
beginner all the way up to intermedi- 
ate or even advanced player ranking. 
The software programs help com- 
puterists learn the game, then develop 
strategy, tactics, psychological and 
partnership skills, as well as providing 
bridge games to be played with or 
against the computer. 

Perhaps the ultimate computer 
education games are those that make 
it possible to use the computer as a 
tool. Control Data Publishing special- 
izes in Plato Educational Software. Its 
excellent program, Computer Liter- 
acy, is a foundation in computer tech- 
nology and simple programming, for 
junior or senior high and vocational 
students. Through lessons for indi- 
vidual and group study, simple ex- 
ercises, and guidance games, a novice 
can learn everything needed to get 
started computing. The booklet in- 
cluded with the program answers 
questions, as well as providing a crash 
study program in the history of the 
computer, and a glossary of terms that 
any computerist must learn. 

No matter what lesson you wish to 
learn or teach, it's probably most 
palatable on the computer. And when 
you take a good lesson about a subject 
you already enjoy, then wrap it in the 
graphics, sounds and arcade-style 
amusements that combine to make 
computer gaming so much fun, the 
odds are you're going to learn even 
more rapidly than from standard texts. 
This, after all, is the thing that makes 
computer educational games so great. 

They're fun! G 
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First Star Has4 _ 

Fernando Herrera, designer of ASntO CfUS^™ and screens, intermissions, arcade-quaJity sound, 

our design team again define "State of the Art." innovative gaming, challenge and excitement — 

Superior graphics, real-time animations,™ multiple we deliver it all! 

THE BAD NEWS? YimcanM; play them all at once. 
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"When being first counts... we' re number one!" 
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The multiL , 

of this game, coupled 
with cliff hanging 
adventure makes 
Sewer Sam a favorite 
for all ages 
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regular guy employ 
.-maintain the sewers. 
OfT discovering an unknown sewer 
system he decides to explore it alone 
and very quickly encounters real trouble. 
Surprise is he«»6^, upon hideous 
surprise which provis to be an exciting 
experience for anyone but'. Sam. You 
are responsible for his safety. Will you 
guide him . . . ? Can you save him!!! 

This new adventure game from Interplay 
features a revolutionary new standard 
in graphics which further enhances an 
already exciting scenario. In addition 
to the 0W_E^gent repulsive nasties 
]t^at '"irl" llllli'JlH ^lfcJfau oe mas. the creator 
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For use with the INTELLIVISION® MASTER COMPONENT and INTELLIVISION® II 

© 1983 Interplay Video Systems Ltd. For Further Information on this fine product write: 

I.V.S. Ltd., 6391-F Westminster Highway, Richmond, B.C, Canada V7C 4V4 Phone: (604) 2708222 
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Interplay proudly announces a new plateau 
in excitement and daring with Blockade 
Runner which features our advanced 
three dimensional graphics and ultra 
realistic sound effects. Skill levels can 
be adjusted throughout the game and the 
full control-panel puts you firmly In 
command. 



Home base has been blockaded by the 
most diabolical enemy known to the 
Universe and It is up to you, as starship 
fleet commander, to save the lives of 
friends and comrades. Your daring flight 
takes you through a heavily mined asteroid 
belt where enemy starfighters lurk to 
bring about your destruction. 



For use with the INTELUVISION® MASTER COMPONENT and INTELLIVISION® II 

© 1983 Interplay Video Systems Ltd. For Further Information on this fine product write: 

I.V.S. Ltd., 6391-F Westminster Highway, Richmond, B.C., Canada V7C 4V4 Phone: (604) 270^222 

INTELUVISION TM IS A REGO. TRADEMARK OF MATTEL* COLECOVISION TM IS A REGD. TRADEMARK OF COLECO INDUSTRIES INC. 
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Atari Promotes the AAan of Steel 

By LES PAUL ROBLEY 



The folks at Atari are doing more 
than just designing great games. 
The Special Programs Division, 
helmed by Steve Wright, worked 14 
weeks creating a sequence for the 
summer's special effects blockbuster, 
"Superman III". They call what they 
did, "computer visualizations" (a fan- 
cy name for stop-frame computer ani- 
mation), and according to Wright, 
"have helped push ahead the frontiers 
a little in this burgeoning state-of-the- 
art technology/' 

The sequence involves the portion 
of the movie in which the Man of Steel 
battles the Ultimate Computer, or as 
the movie's computer-wiz Gus Gor- 
man (Richard Pryor) puts it: "The 
world's first stone killer-diller get- 
down, get-it-on and twice-on-Sunday 



super computer." The footage Atari 
provided shows monitor images of Su- 
perman flying through a canyon as 
rockets explode all around him. Every- 
thing on the monitor, including the 
caped crusader himself, is entirely 
computer- generated by Atari, 

Why was Atari chosen for the job, 
with so many established computer 
animation production companies 
clamoring for the business? Well, if 
your $35-million production happens 
to be part of the same company, in this 
case Warner Communications, then 
you might ask your sister division to 
help out, especially if it's within a field 
in which they specialize. 

"Warner Brothers wanted the se- 
quence to convey the spirit of a super 
mega-videogame of the future," ex- 
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When Atari produced the videogame animation for the fiim, they wanted to create the feef of a game of the future. 



plains Wright, "so they asked us to 
provide graphics that would resemble 
closely how a coin-op game might 
look several years from now. It was 
really a blind guess on their pait. They 
had no idea we'd accidentally have the 
equipment in-house to make the se- 
quence work." 

Added Software Manager of Special 
Programs, Pat Cole (one of several 
who designed the spectacular com- 
puterized Genesis sequence for Lucas- 
film on "Star Trek II: The Wrath of 
Khan"), "I suspect they thought we'd 
be able to produce it on the same kind 
of machines we use for games. They 
really lucked out, because our Special 
Programs Division has been develop- 
ing a number of tools using more 
sophisticated computers. We were 
able to use those tools with some addi- 
tional software to produce the se- 
quence." 

Compared with the recent MAGI 
footage for "Something Wicked This 
Way Comes" and "TRON", Atari's 
computer footage is a totally different 
style. The Disney films used three- 
dimensional computer animation — 
images that had volume and shadow 
characteristics — to try and emulate 
real life. Effects for '^Superman III" in- 
tentionally carry the look of low-res- 
olution graphics, called 2V2-D in the 
computer animation vernacular. This 
means combining flat "xy"-type im- 
ages with a few visual tricks to make 
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them look as though they have depth. 
"The extra depth is where the 'V2' 
comes in," adds Cole. "We had a 
different set of challenges than the 
work on 'Star Trek II.' If it looked too 
real we'd have failed. Our effort was 
to firmly establish a look of video- 
games, but not any game you would 
see on earth today." 

Basically, 2y2*D is similar to the mul- 
ti-plane animation pioneered in Dis- 
ney's work of the late '30s. It's as if an 
artist has painted a scene on several 
sheets of glass. On the rear-most 
sheet are the mountains, the next con- 
tains a tree, a third has a car, and a 
person is on the glass closest to the 
observer. This simulates a feeling of 
depth whereby the car can pass be- 
hind the person, and objects further 
away are somewhat hazed by atmo- 
sphere. 

These added "visual tricks" cost 
Warner Brothers roughly $95,000 in 
equipment and nearly four months of 
production time. It took 10 weeks to 
actually prepare the program, and 
four weeks to shoot the 26 seconds 
that end up on film. 

But wow, what a sequence! It liter- 
ally forecasts the look of electronic 
gaming of the future. (Atari actually 
provided Warner Brothers with 60 
seconds of final footage. But true to 
big-budgeted-picture form, over half 
of it was cut.) 

Special Programs used an Ikonas 



Frame Buffer computer to create the 
sequence, under lower resolution. The 
first step was to build a software pro- 
gram permitting the creators to visual- 
ize how their animation would look. 
This came in two parts: a paint and 
animation program to physically pro- 
duce the visual image, and a script and 
sequence controller so writers could 
pen a script covering what the objects 
were to do. 

For example, a shot was scripted 
then recorded with an elaborate stop- 
frame video unit called a Lyon -Lamb 
Animation Controller. This device 
accurately records the sequence one 
frame at a time onto two Sony y4-inch 
broadcast-quality tapedecks, which 
serve as a tool to preview the com- 
puterized action. It took the Ikonas 
approximately one to two hours to 
calculate and process all the low-res 
graphics in the scene onto videotapes 
so each frame could be viewed. 

Once the look was finalized, a 
medium-resolution "take" was then 
photographed onto 35mm film using a 
Dunn Instrument Camera (Dunn box). 
The box contains a high-resolution 
black-and-white monitor with a cus- 
tom-modified 35mm Mitchell camera, 
precision-mounted to it, for recording 
the images onto film. Custom-making 
the box to Atari's specifications alone 
costs $35,000. It takes the computer 
four to five hours to process a single 
frame of a scene. 
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The home 



It is less than a month away at warp speeds. 

The most challenging home video 
game ever created will materialize on Earth 
in October 

Star Trek. It was born in the arcade. Tested 
under fire. And improved. 

Made tougher. Faster. 



If you're good enough, longer playing. 

Six screens give you ten different levels 
of combat, each one tougher than the last. 
You fight deadly Klingon starships, maneuver 
through meteor showers and ever-changing 
minefields. Until you confront a new and more 
powerful enemy— Nomad. 



Made for Atari" 2600^ Atari^ 5200: Atari^ Home Computers, Commodore 64" and VIC-20r Texas Instruments SSMAT 



) 1983 SEGA Enterprises, Inc Star Trek is a trademark of Paramount Pictures Corporation S£GA is a registered trademark of Sega Enterprises, Inc Atari 2600 and 5200 
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videogame. 

Nomad is so powerful, your photon 
torpedoes are of no use against him. You 
need more than full phaser banks and shields. 
You need warp drive, lightning reflexes, 
clever strategy and the full armament of the 
Enterprise's unique Combat Control Panel if 
you are to survive. 



If you have mastered the toughest of the 
arcade games, you may be ready for Star Trek. 
But even if you aren't, it is headed your way 

At eight times the speed of light. 

SUA 

The arcade winners. 



are trademarks of Atari, Inc. Commodore 64 and VIC-20 are trademarks of Commodore Electronics, Ltd. Texas Instruments 99/4A is a trademark of Texas Instruments, Inc. 
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Under automated computer con- 
trol, each frame is displayed on the 
Dunn monitor in black and white 
separations, analogous to the method 
used for the rear projection composit- 
ing of matte paintings, or the storing 
negatives to prevent color fading. 
Each black and white separation was 
photographed by the Mitchell camera 
through the appropriate red-green- 
blue Kodak gelatin filter to composite 
the full color image onto Eastman col- 
or negative 5247. The process from 
computer image to film goes as fol- 
lows: 

The computer sends the picture to 
the high-res black and white monitor 
and the camera photographs the sin- 
gle picture in three passes. First the 
Dunn box puts the image of red in- 
formation on the monitor's screen and 
then the camera photographs it with a 
red filter over the lens. The film 
doesn't advance and the filter auto- 
matically rotates to green as the green 
line appears on the monitor. A second 
picture is now taken. After the blue 
line is photographed in a similar man- 
ner, the camera advances to the next 
frame and the entire process repeats 
itself . . , automatically, of course. By 
keeping the frame of ifilm stationary 
for the three takes, perfect film reg- 
istration is achieved. 

Once everything checks out on the 
medium-res test film, a final run of the 
scene is made with high resolution 
(that is, as high as the scene's "un- 
realistic" requirements dictated). This 
process takes an additional 12 to 15 
hours per frame. 



A few interesting side effects came 
out of this rigorous process. Since the 
film was shot in Panavision format, the 
proper 2.35 to 1 aspect ratio was 
achieved via software programming 
rather than through anamorphic 
lenses on the taking camera. In other 
words, they "squeezed" the image to 
Panavision through an anamorphic 
software package, without worrying 
about any distortion characteristics 



Atari Plans a Game 

Based on the JUIoirie 

For its Computer 

Systems in '85 



from having to film through an extra 
piece of glass. This could lead to game 
manufacturers actually marketing 
games in Cinemascope for future pro- 
jection television sets modified for 
anamorphic images. 

Another aspect of the computer 
aided the optical supervisor of "Super- 
man III." In the flying missile se- 
quence, a bit of computer text was 
required to read like a videogame 
printout. Atari's group shot the text on 
separate pieces of film so the optical 
crew would have more flexibility in 
positioning the text during final com- 
positing. 

"It was really a full team effort of six 
talented individuals to create the 
effect," acknowledges Cole. "Pro- 
grammers Vicki Parish and Mike Mar- 
shall developed the paint program. Art 
Director Larry Wright and Richard 



Sachs helped conceptualize the whole 
scene. And Paul Hughett (a pilot by 
profession) used his aesthetic judg- 
ment for Superman's flying motions." 

Adds Steve Wright: "We didn't 
know how state-of-the art we were 
going when we began this project. We 
assumed the videotape world had 
quality single-frame, and that video 
recordings would be down pat out of 
the frame buffer. They weren't. Peo- 
ple also really didn't know how to 
make 35mm film off of frame buffers, 
so we had to solve a myriad of techni- 
cal problems with Dunn Instruments. 

"It wasn't ideal working with a pro- 
duction crew based all the way at Pine- 
wood Studios either. There was a two- 
day wait getting feedback on our 
footage. The computer link-up accom- 
plished with "TRON" wasn't possible 
because of incompatibilities with the 
PAL European system, among other 
reasons. Pat even had to travel to Lon- 
don three times (poor girl)." 

When portraying the ultimate 
videogame created by the Ultimate 
Computer, and developed by the king 
of game companies, a tie-in game car- 
tridge would seem a natural, wouldn't 
it? As of this writing. Atari has no mer- 
chandising plans through their Con- 
sumer Electronics Division for such a 
title. However, there are plans for a 
400-800-1200 version of the game 
for owners of Atari home computers. 
The Superman III game, of course, 
cannot look nearly as good as the one 
in the movie. But, if "Superman Ill's" 
electronic gaming vision is correct, 
anything is possible in the future. Q 
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Some arcaders may find their fingers hitting non-ex- 
istent fire buttons during the videogame sequences. 
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Though Atari plans to come out with a computer ver- 
sion, the graphics won't equal those found in the film. 
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TAC-2^. It Stands for Totally Accurate 

controller, and It means it. With most 

joysticks, you can't feel your — 

move until it's too late. With tac-2 

by Suncom, it's like your hand is 

part of the game. TAC-2 has i 
tactile feedback — feedback you f 
can feel, it also has an extremely 
tight reaction time, a short 
throw distance and right and i 
left hand fire buttons to keep 
you a step ahead of the game. 

With TAC-2 you know absolutely, \ ^ 
positively the exact moment "^ 
you make a move — any mc 
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TAC-2. It's everything you want in a 
joystick including dependable, it's backed 
by a 2-year limited warranty-the 
longest, strongest warranty of 
any major joystick manufacturer. 

5] The next fast move is up to you. 
Get TAC-2 for your Atari 2600, 
Sears Telegame, Atari 400, 600, 800, 
, 1200, 1600, commodore vic-20 
u\ and 64, TI-99/4A (with adaptor), 
J NEC and Panasonic personal 
g computer.* From Suncom, the 
r people who bring you technically- 
^ advanced joysticks, including our 
new Starf ighter™ for Apple.* 



TAC-2. The controllerlit makes yoiuiart of the game. 



Suncom 

Always ahead of the game 





Suncom incorporated 

650E Anthony Trail, Northbrook, IL 60062 



•Products and trademarks of Atari, Sears, Commodore, NEC, Texas Instruments, Panasonic and Apple. 
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Pre-Game Chatter 

Even last year's NFL strike 
(and the USFL's first-season 
ineptitude) haven't hurt the 
popularity of electronic grid- 
iron action. The real-life 
squads stunnbled and bunn- 
bled their way through the 
last 12 months, but video- 
game and computer game 
manufacturers have been 
operating in high gear over 
the same period. 

Things looked rosy for 
football-loving gamers in 
1982 ; they look even better in 
1983. New entries have plug- 
ged some gaping holes, 
pushing the state of the art 
further and further ahead. 

Drafting the Right 
Faotbali Cartridge 

Choosing a football game 
used to be simple. You simply 
bought the one made for 
whatever system you owned. 
These days, many hard-core 
home arcaders have two or 
three machines within easy 
reach — and there may be as 
many as three possibilities for 
each. 

Those who wish to use this 
"Players Guide" to gain pre- 
purchase information are 
advised to pay particular 
attention to data about each 
program's features. The way 
you evaluate the good and 
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bad points, giving each the 
specific weight you deem 
proper, will lead you to the 
proper selection — for you. 
After all, even the greatest 
two-player game is useless if 
you seldom have another hu- 



man coach readily available. 

Mattel's NFL 
Football 

Those who put the empha- 
sis on the first word in "sports 
games" are certain to be par- 




ticularly appreciative of the 
wealth of detail included in 
NFL Football, Mattel's Hall of 
Fame cartridge for its Intellivi- 
sion system. No home game 
provides greater flexibility in 
offensive and defensive play- 
calling than this two-player 
contest. 

Purists may quibble about 
the fact that each digital team 
has only five on-screen 
athletes, but getting started 
by choosing one of the car- 
tridge's four speed levels 
generally banishes any wor- 
ries of this kind. It's hard 
enough to keep track of the 
variety of possible formations, 
patterns and coverages, and 
additional characters zipping 
around the gridiron. This 
might only add confusion in- 
stead of increasing realism. 

Here's a quick rundown on 
the order-entry process the 
offensive coach uses to set up 
hisorherteam for each down. 
The first choice, made by 
pushing the appropriate spot 
on the keypad controller, is to 
determine the general nature 
of the next play. That is, will it 
be a pass, run or kick. (Note, 
however, that the quarter- 
back can always elect to tuck 
the pigskin under his arm and 
hoof it toward daylight.) The 
coach then consults either 
memory or the pre-printed 
play-aid supplied by Mattel, 
to select from one of nine for- 
mations. If the team is going 
to take to the air, the coach 
must also pick a receiver and 
one of the nine passing zones. 

If NFL Football has a play- 
action flaw, it's that move- 
ment isn't very fast even at 
the "high speed" pro setting. 
Action gamers may even find 
the going a bit slow, but then 
football isn't supposed to un- 
wind at the same pace as the 
typical action game. 

One question which each 
arcader must answer regard- 
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SUPER CHALLENGE FOOTBALL (M NETWORK) 




ORIGINAL 2600 FOOTBALL (ATARI) 



ing this cartridge is: "Do I 
want to get fully immersed in 
video football?" Casual play- 
ers sometimes report that the 
complexity of NFL Football 
cuts into their enjoyment But 
for real connoisseurs of foot- 
ball, there's no question that 
NFL Football holds a unique 
place of honor and reverence. 

Football on the 
2600 

Last year's release by Mat- 
tel of Super Challenge Foot- 
bail was more welcome to 
pigskin-starved Atarians than 
a first round draft choice. This 
two-player contest between 
five-man teams on a horizon- 
tally scrolling playfield permits 
a surprising amount of 
coaching by both offense and 
defense. 

An innovative — and sim- 
ple — system of joystick com- 
mands lets each coach indi- 
vidually program every on- 
screen athlete prior to the 
snap that starts each play. 
Skillful arrangement of block- 
ing assignments makes possi- 
ble that rarity in video foot- 
ball, a strong ground-oriented 
offense. 

When gridiron pundits 
speak of a runner's "elusive 
speed", it is doubtful they had 
the phantom-like movement 
of the players in Atari's Foot- 
ball in mind. This two-player 



contest is unusual in that it 
puts a complete, non-scroll- 
ing playfield on the screen 
with the goal lines at the top 
and bottom, instead of the 
more usual arrangement that 
stations the uprights near the 
left and right edges. 

Fortunately, the Sunnyvale, 
Ca., videogame colossus is 
aware of the limitations of this 
somewhat elderly title. The 
company will shortly replace it 
in the catalog with RealSports 
Football. If this entry is close 
to the other titles in that 
sports game line, it should be 
a real treat for football mind- 
ed gamers. 

Odyssejf Football 

It only stands to reason that 
a football cartridge for a 
standard programmable 
videogame system like the 
Odyssey^ can't cram as much 
detail into the contest as a 
48K computer disk. So the 
Odyssey Football! must be 
judged in perspective. 

Considered in that light, it's 
a very solid program that 
takes an action-packed 
approach to America's favor- 
ite fall sport. The omissions 
(lack of a real kicking game, 
non-scrolling playfield and 
the absence of first downs), 
should not obscure the fact 
that Football! is a lot of fun to 
play. And though the number 



of offensive and defensive op- 
tions is more limited than in 
some other programs, both 
coaches can brainstorm tac- 
tics before every single play. 

Astrocade 
Football 

Football for the Astrocade 
merits the designation of 
"overlooked classic" more 
than just about any other car- 
tridge on the market. Only 
the fact that the system with 
which it is compatible has 
failed to attract as large an 
audience as competing 



machines has kept this title in 
obscurity. 

If NFL Football is for those 
who are primarily football 
fans rather than videogamers, 
then Astrocade Football is the 
best available pigskin pro- 
gram for those who have only 
a minor interest in sports per 
se. 

The best thing about Astro- 
cade Football is the system 
used for calling the offensive 
plays. Although the game is 
equipped with a playbook 
slightly thinner than the one 
for Mattel's NFL Football, an 
on-screen prompt informs the 
offensive coordinator of every 
possible call which can be 
made prior to each play from 
scrimmage. This keeps the op- 
tions managable, while gently 
guiding competitors into us- 
ing a more-or-less realistic 
attack. 

More to Come 

By the time the snows be- 
gin to fly this winter, there 
may be as many as four new 
football games on the market 
for popular videogame sys- 
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terns. While little Is known a- 
bout the specifics of each pro- 
gram, sneak previews have 
left EC's editors tantalized 
and hopeful in every case. 
RealSports Football is the 



name of Atari's entry for the 
2600, and it should actually 
be in the stores by the time 
this issue hits the nation's 
newsstands. Also announced 
by Atari is Football for the 



5200. Given the graphics and 
memory capabilities of the 
5200 "third wave" program- 
mable system, this should 
vault right into contention for 
top video football honors. 



Coleco Intends to have a 
football cartridge for the Co- 
lecoVision in the stores before 
the pros and collegians start 
butting helmets in earnest. 
The company has thus far 




group focuses on giving the 
gamer the experience of 
coaching analogs of real-life 
touchdown heroes. 
Limited memory and the 



action-orientation of most 
videogamers tends to keep 
the spotlight on executing 
plays on the digital gridiron. 
Computer football games fre- 



quently place more stress on 
signal-calling than execution, 
though it would be hard to 
find a game with a heavier 
strategic component than 
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given advance publicity for 
this game a back seat, prefer- 
ring to accent its new baseball 
title, but advance word is en- 
couraging. The cartridge is ex- 
pected to utilize the new Co- 



leco super-controller and will 
feature extensive play books 
for both offense and defense. 
Blitz is the first sports car- 
tridge for the Vectrex by GCE. 
Although the version tested 



by this magazine was not 
deemed by its manufacturer 
to be fully ready for commer- 
cial distribution, it looks en- 
tirely capable of giving other 
football videogames a run for 



their money. It presents a ver- 
tically scrolling playfield and 
six-man teams represented by 
"x"s and "o"s in a one- or 
two-player contest. (Solo 
games are just for practice.) 




Mattel's NFL Football. 

Statistical replay games 
haven't had much impact on 
computer gaming yet. 
Strategic Simulations' Com- 



puter Quarterback offers a 
disk for separate sale that 
allows play with representa- 
tions of actual gridders, but 
things are pretty sparse ex- 



cept for that. Since stat-replay 
games are a big interest 
among non-electronic sports 
gamesters, it seems reason- 
able to assume that this facet 




of football will get its due be- 
fore too much longer. 

Starbowl Football 
for Atari 

Dan Ugrin and Scott Orr 
have translated their love for 
football into a 24K disk for the 
Atari 400-800-1200 
computers that is 
drawing standing 
ovations from 
gamers from coast 
to coast. Starbowl 
Football, playable by 
one or two, offers 
nearly 200 play possi- 
bilities, all of which are 
easily implemented 
through a joystick-orient- 
ed control scheme. 
The procedure goes like 
this: Before each play, the 
offensive platoon's coach 
programs team members. 
First comes the top receiver 
(TR). Pushing the button 
makes him the primary target, 
and moving the joystick in the 
desired direction establishes 
the basic pattern the 
pass-catcher Is to run. 
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Next the blocking assignment 
for the entire offensive line is 
entered, again by moving the 
joystick in the appropriate 
direction. Finally, the TR pro- 
cedure is repeated with the 
bottom receiver (BR). The 



offense coach has total joy- 
stick control of the quarter- 
back, and control shifts to any 
player on the team who sub- 
sequently acquires the pig- 
skin. 

The routine is roughly par- 
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STARBOWL FOOTBALL (CAMESTAR) 



allel for the defensive coach. 
After programming the cover- 
age for the top cornerback 
(TC), defensive line and bot- 
tom cornerback (BC), the 
joystick gives full control over 
the free safety. 

Starbowl Football is un- 
usually detailed, even includ- 
ing a full-fledged kicking 
game. Though executing the 
called plays, particularly pass- 
es, will give novice Starbowl 
players fits, at least in the be- 
ginning, a little practice will 
allow the sports gamer to lux- 
uriate in one of the most satis- 
fying gaming experiences 
available on a computer 
today. 

SSI's Computer 
Quarterback 

There's more than one 
method to shove the ball past 
the goal line for six big ones. 
Some teams, like the current 



New York Jets, hope to ride to 
victory on the wings of a bal- 
anced attack; the San Diego 
Chargers live or die with the 
pass, and what would Hou- 
ston be without its crunching 
Earl Campbell ground attack? 

It's the same way with elec- 
tronic football games. A case 
in point is Computer Quarter- 
back, published by Strategic 
Simulations for play on the 
Apple II computer. It's a truly 
outstanding game, even 
though it doesn't rate very 
well with regard to graphics or 
the pace of on-screen action. 
What it does have is an 
engrossing simulation of what 
it's like to coach a football 
team. It provides the oppor- 
tunity to exercise team-build- 
ing and play-calling skills 
without having to descend, 
even vicariously, into the 
trench where lines collide. 

Although the game is play- 



76 Electronic Games 



#5:feo 



im 



^ 



m 



<y 



^ 







• 


vOS^^^^ 




V^sL ^OT^ilk^ 1 


\ 


•.«|X^;SO^\^ 



f**^ 




a 



Y>_ 



able without the drafting 
option, the chance to custom- 
design your own team is prob- 
ably Computer Quarterback's 
most attractive feature. In this 
variation, all the gridders 
aren't created equal. If you 
favor an air circus attack, 
you'd better spend the bulk of 
your cash allotment on a 
quarterback, some receivers 
and perhaps a blocker or two. 



Tuesday Morning 
Quarteraack 

While Tuesday Morning 
Quarterback by EPYX has 
some things in common with 
Computer Quarterback, such 
as its use of actual NFL teams, 
it offers a little extra in the 
graphics department. For in- 
stance, it is necessary to dis- 
play a little coordination and 
timing to kick a field goal in 
this one. 
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Computer Foot- 
ball Strategy 

For the pure fun of 
coaching, it's hard to beat 
Avalon Hill's Football 



Strategy. Now the Baltimore, 
Md., company's Micro- 
computer Games Division is 
readying an electronic version 
of this superb design. It lets 



two computerists square off 
head-to-head in a duel of 
offensive and defensive 
strategies. Few games can 
match the breadth of play 
possibilities contained in this 
program. 

The non-electronic version 
of this head-to-head classic 
spawned a number of arm- 
chair coaches; the video ver- 
sion may do the same. 

The only bad news is that, 
at this writing, Avalon Hill 
only intends to make this title 
for the TRS-80 Models I and 
III and the IBM Personal Com- 
puter. Perhaps if owners of 
such systems as the Commod- 
ore 64, Apple II and Atari 
400-800-1200 let the pub- 
lisher know their feelings, 
Microcomputer Games might 
be induced to make Comput- 
er Football Strategy available 
for some or all of these popu- 
lar systems. 
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HO\A/ TO BEAT IHE 




Winning 
Football 
for Non-Fans 

If you follow football in the 
real world, you've probably 
got a pretty accurate idea of 
what strategies are most likely 
to work on the ol' electronic 
gameboard. Many arcaders 
are not really gung ho pigskin 
partisans, however, and may 
need a little help to avoid 
coming out on the short end 
of a lopsided score in games 
against students of the grid 
game. 

i. Practice.This is especially^ 
necessary for arcade-style^ 
action games. Even 
the best strategy is no 
good if you can't pull 
it off successfully 
under game conditions^ 
The most important thing^ 
to rehearse is passing. 
This takes more coordina- 
tion and timing than any 
other aspect 
of these 
video 
football 
contests 
and is, 



consequently, the toughest 
aspect of play to master. 

2. Mix up your plays. Even 
if a play works once, it doesn't 
necessarily follow that it will 
work a second time in a row. 
The naive football gamer 
should avoid falling into a pre- 
dictable pattern of signal- 
calling, especially early in the 
game. If your opponent 
knows you always throw long 
on third down, he'll be run- 
ning those intercepted passes 



back for touchdowns every 
couple of minutes. 

3. Play con- 
servative de- 
fense. Blitz- 
ing the 
quarter- 



ecute — and then drop back to 
keep your defenders between 
the man with the ball and the 
goal line you're defending. 

Gamers who watch football 

Ihave another source of aid: 

pfstudying televised games. 

If you set up the offense as 

Fouts, Todd and Anderson 

do, you'll be hard to beat. 

Armed with these hints, 
even someone who doesn't 
know a field goal from a 
flanker back can usually pre- 
vent the other gamer from 
winning a devastating 
slaughter. Q 
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Into fhe viMeitt world of video gomes, 

Romoc " imroduces 

Two of fheFifeiutliesli 
RmestFutiFpodted 
Rmiily GcHiiesGiier! 





ANTeATEM* ' Ant or Anteater— who will be 
king of the hill? Somewhere along the twisting, 
turning tunnels of this marvelous maze game the 
answer will be found. Until then, gamesters of 
every age will be caught up in the non-stop action 
and strategy of Anteater, the game that's crawling 
with arcade excitement. Cartridges for the 
Atari® 400/800/1 200XL, Commodore Vic 20^^, 
Commodore 64™, Texas Instruments 99/4A.™ 



TYPO-™ Chased 
L by an evil space- 
' ship, your only 
i chance of es- 
cape is through 
"knowledge." Know- 
W ^ ledge of typing and spelling. 

The faster you type, the better your 
chance of eluding the enemy. Spelling home- 
work can be fun with this fast-paced game that 
not only develops word power— but increases 
your typing speed with every fun-filled hour as 
you master the typewriter-style keyboard of 
personal computers. Cartridges for the 
Atari" 400/800/1 200XL, Commodore Vic 20^^, 
Commodore 64''', Texas Instruments 99/4A-™ 



ANTEATER and TYPO are only two of the exciting 
recreational and educational games from Romox'*^. 
See our complete selection at your Romox dealer. 



Romox Inc., 476 Vandell Way, Campbell, CA 95008. 

Romox is a trademark of Romox Inc. Atari is a trademark of Atari, Inc VIC 20 and Commodore 64 are 
trademarks of Commodore Business Machines, Inc. Tl 99/4A is a trademark of Texas lr>struments. 
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Roam the Cosmic Castle in Searcii of Danger! 



By ARNIE KATZ and BILL KUNKEL 



SPACE DUNGEON 

Atari/ Atari 5200 

Complaints about the controllers 
Atari currently supplies with the 5200 
have been so widespread that it's 
needlessly repetitive to add to the la- 
ment here. Yet Atari hasn't grown into 
a manufacturing giant by letting little 
miscalculations bar the way to higher 
sales and profits. 

Atari's answer was to produce soft- . 
ware which, unlike titles such as Super 



juggernaut of explosive force, no 
home videogame has ever equalled 
the vicarious experience attained by 
Space Dungeon, The player rips 
through the labyrinth of interconnect- 
ed, full-directional scrolling cham- 
bers, shreading the various flying and 
hovering menaces inhabiting this cos- 
mic castle's innards. The experience of 
the on-screen surrogate's carnage Is 
communicated more directly to the 
arcaders gaming brain centers than 
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SPACE DUNGEON (ATARI 5200) 



Breakout, capitalize on the strengths 
of the 5200 controller instead of mag- 
nifying its weaknesses. So Atari has 
somewhat de-emphasized contests 
that require strict vertical and horizon- 
tal movement, like Pac-Man, in favor 
of titles that stress a more free-flow- 
ing, omni-directional form of action. 
(The availability of a 5200 tracball, a 
top-quality item, only serves to make 
free movement games even more 
attractive on this system.) 

Space Dungeon is for closet blast- 
brigaders who like a dash of strategic 
play to keep them from going totally 
over the edge. In terms of simulating a 
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any home videogame we've ever 
seen. 

While the round, single-directional, 
diagonally firing cannon travels from 
room to room within the outer space 
dungeon, a color-and-symbol-coded 
radar screen at the top of the playf ield 
monitors movement. As the gun en- 
ters a room, the block-shaped space 
on the chart is lit. Similarly, a room 
blinks on each rack on the grid, in- 
dicating that it houses the transport 
chamber through which adventurers 
move into the dungeon's deeper and 
more forbidding levels. 

There are several points at which 



the player can enter or exit a chamber, 
but take care, for there is frequently a 
series of empty, totally innocuous 
rooms even in the early racks. Feeling 
cocky, the player begins to pick up 
speed, covering rooms with less and 
less caution. Suddenly, a too-abrupt 
entry — and the arcader is stuck in a 
room literally swarming with malevo- 
lent space ghouls. 

Also present are stationary "bonus" 
items, which the cannon collects by 
passing over them. These items — 
mushrooms, crosses, etc. — are safe 
so long as the cannon makes it to the 
transport chamber in one piece. But as 
the legend reads: "The thief's in view 
on level two!" (As the gamer trans- 
ports down, this is followed by such 
homilies as, "There's more to see on 
level three", etc.) Should the thief 
touch the cannon, the felonious alien 
will steal your prizes. Similarly, de- 
struction negates any amassed prizes. 
The thief is not content with that, 
however, he moves onto the playfield 
and makes off with bonus items be- 
fore the player can snatch them! 

The music here is good, though not 
outstanding; however, the play action 
is barely describable. As the street 
peddlers tell their prospective cus- 
tomers: "Check it out/' Space Dun- 
geon is a classic, 

JUIINER 2049ER 

Tlgen/ision/ Atari 2600 

The videogame that's got the whole 
hobby hopping has finally come to the 
"Model T" of videogame systems in 
the form of Tigervision's 2600 version 
of Miner 2049er. The cartridge offers 
three totally distinct playfields, each 
requiring specific arcading skills to be 
mastered. 

Interestingly, this most streamlined 
of the "Miners" is by far the most 




Tutankham" brings you the 
sweepstakes you've waited 3,000 years for. You could win 
the grand prize of $3,000 worth of video games or video 
equipment, or one of 1 00 Super Cobra " video games, or 
one of 2,000 "I Fought the Pharaoh" t-shirts. 

You'll battle the deadly GuardiansofTut'stombJhe 
farther in you go, the tougher it gets. And on level four, 
you'll facethe ferocious Mystery Guardian.Will you be one 
of the first to identify it? 

Enter now. A sweepstakes like this comes along only 
once in a dynasty 

Availablefor the Atari 2600™ andlntellivision" systems. 
Coming soon for all popular video game and home com- 
puter formats. 

No purchase necessary. See entry ' [|^R4RKER 
form for rules. Hurry. Sweepstakes ends Rp^TUEDC 
December31,1983. PKWincifO 

t 1983 Pa'kerBroihers. Beverly, MA 0191 5 Tutankham and Super Cobra are trademarks ol Konami Industry i\ 
Atari 2600 (S a tf ademafk of Atari , inc Inteilivision is a trademark o( Mattei, Inc . Parker Brothef s is not aili iiated 



NO PURCHASE REQUIRED. HERE'S ALL YOU DO: 

1 . To enter, complete and mail official entry blank or a 3" x 5" piece of paper with your name, 
address, and zip code. 

2. Enter the sweepstakes as often as you like, but each entry must be mailed separately to: 

Tutankham Sweepstakes 
Post Office Box 508, Lowell, IN 46356 
Entries must be received no later than December 3 1 , 1 983. 

3. Winners will be selected in random drawings from among all entries received by 
VENTURA ASSOCIATES, INC., an independentjudging organization whose decisions 
are final. The odds of winning are determined by the total number of entries received. 

4. No duplicate winners. No substitution for prizes as offered, except as may be necessary 
due to availability. Taxes are the responsibility of winners. 

5. Sweepstakes open to residents of the United States. Employees and fannilies of Parker 
Brothers, their advertising and production agencies and VENTURA ASSOCIATES, INC., are 
not eligible. Void where prohibited by law. All Federal, State and local regulations apply. 
Winners will be asked to sign an affidavit OFFICIAL ENTRY FORM 

of eligibility and their names and 

likenesses may be used for publicity 

purposes. ^-^^ ^ - 

6. For a list of major prize winners, send 

a self-addressed, stamped envelope to: ^^^^^ 

Tutankham Sweepstakes Winners List, 
Post Office Box 754, Lowell, IN 46356, 
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Zip 



[0. ana are used by Parker Bfott-ief s under authorization 
with Atari, inc. Of Mattel mc 



MYSTERY GUARDIAN; 

Not required tor valid entry 




difficult. The initial field, generally 
considered a nriilk run on computer 
versions boasting 1 or so screens, is a 
matter of life and death right from 
"jump" street In this version! Still, the 
mechanics of claiming prizes, bound- 
ing over mutants, scaling and claiming 
territory are all mastered on this level. 

By the second rack, the transporter 
scenario, the prize items (which render 
the mutants temporarily vulnerable to 
contact destruction) thin out consider- 
ably. There Is also a particularly knotty 
ledge in the upper right corner that 
requires the player to claim all of the 
territory while leap-frogging back and 
forth over a roving mutant! 

Bonus items are a fond memory by 
the final screen. In the cannon scenar- 
io, players must trek into the under- 
ground chamber where the bombs are 
stored. One bomb Is necessary for 




MINER 2049ER 

each level the player surrogate wishes 
to scale. There are three outcroppings 
on each side of the field, and, 
again, the girders 
must be cleared 
while hopping 
over deadly 
mutants. 
Tigervision's 
M/>7er 2049er is a 
magnificent 2600 
rendition of the Bill 
Hogue/Big Five classic, and after a few 
rounds with this game, players will be 
thirsting for the sequel, on its way in 
the near future. 
Graphics, while naturally blockier 



than those found in more sophisti- 
cated systems, are nonetheless 
sparkling 2600 workmanship, with 
spare but appropriate sound effects. 
This is a cartridge that belongs in every 
VCS owner's collection. 



JUNGLE HUNT 

Atari/ Atari 2600 

Designers of home games have fre- 
quently acknowledged the debt they 
owe to the creators of coin-op 
machines. More than one popular 
videogame cartridge has started down 
the lon^ road to publication only after 
someone glimpsed the shape of a new 
idea while feeding quarters to the fun 
machines at the local pay-for-play 
amusement center. 

Though Jungle Hunt, which began 
as Jungle King with a different on- 
screen hero, can't be considered a 
"me, too" or rip-off in any sense, Acti- 
vision's Pitfall certainly seems to have 
exerted at least some influence on it. 

Now things have come full cycle, 
since Atari has produced a 2600- 
compatible cartridge based on the 
Taito coin-op. Comparisons between 
Jungle Hunt and Pitfall will now be 
inevitable. 

In a way that's too bad, because the 
games are really different enough that 
each should be taken on Its own 
merits.. If some home arcaders will 
continue to prefer the Activision title, 
then it is equally likely that at least a 
few will find the multi-scenario adven- 
turing of Jungle Hunt a fine gaming 
experience, too. 

As a great white hunter, your mis- 
sion is to swing across the jungle ^^jaJ 
from vine to vine, then swim r=«'^=^*^-^ 
across a river, dodge boul- 
ders and natives and res- 
cue the princess from 






JUNGLE HUNT (ATARI 2600) 



danger. The only real fault with this 
cartridge is that it's easier than it 
sounds to accomplish all this. The 
game does not provide a tough 
enough challenge for veteran players, 
and only the river scenario, in which 
the player battles crocodiles with his 
knife, has a high ^'— - v-v 
level of ^.-^^^ ^ ^• 

excite- r'"^ v .5 '"^-1/ 



For instance, the vine-swinging is as 
close to automatic as it could possibly 
be without removing 
all traces of game- 
like action. Jump 
to the next one 
when the vine 
you're holding is 
^ ,1 swinging to the 
"•t\. left, and 




It's almost impossible to miss. 

The graphics in Jungle Hunt are 
pretty good, especially for a contest 
with such a variety of on-screen ob- 
jects. The coloring, while fairly true to 
the Taito coin-op, is messy and not 
altogether eye-pleasing. 

Note that both of this reviewer's 
complaints apply, with equal justice, 
to the commercial arcade device as 
well as the home edition. If you found 
the Taito title entertaining, you won't 
go wrong with this 2600 version. Ata- 
ri's design staff has done a masterful 
job of translating Jungle Hunt from 
arcade to home. 

HAPPY TRAILS 

Activision/lnteUivision 

Does anyone out there remember 
those sliding number puzzles? They 
generally had 15 numbered tiles 
arranged in a wooden or plastic frame 
that was large enough to contain 16 
such tiles in a four-by-four configura- 
tion. The idea was to juggle the order 
of the 15 tiles, using the empty space 
as maneuvering room, until they were 
arrayed in numerical sequence. 

Carol Shaw remembers. Not only 
that, but the same designer who gave 
us River Raid earlier this year had the 
smarts to utilize this play-mechanic in 
a program for the videogame system 
best able to take advantage of it — the 
Intellivision! At last, there's an action- 
strategy contest for Intellivisionaries 
that ranks with the best in challenge, 
innovation and chap-splitting humor. 

Happy Trails begins with a four- 

^ space, three-tile format and a border 

that extends into play. A tiny cowboy 




HAPPY TRAILS 

begins wandering along a border path 
and it is the gamer's job to make sure 
that appropriate pieces of fitting-trail 
lanes are placed in his path. Along the 
perimeter of the grid are moneybags, 
and the object is to lure the cowboy 
over them. Collect all the moneybags 
and, for your reward, you face an even 
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more challenging series of six- and 
even eight-slot mazes with as many 
possible combinations for success as 
there are hamstring pulls in the NFL. 

As play speeds up — along with the 
pulse-pounding musical soundtrack 
— the strategies take on rococo twists 
that would have befuddled O. Henry 
himself! 

The major accomplishments of 
Carol Shaw's Happy Trails are bounti- 
ful indeed. The game proves that 
Activision can produce Intellivision I & 
I! software that ranks with the very 
best from any of the heavyweights. 
Moreover, Activision has realized that 
wild action contests bereft of cerebral 
stimulation which rely entirely on 
manual dexterity are doomed from 
conception — except for a few exam- 
ples of brilliant programming excep- 
tions that only serve to prove the rule. 

CORF 

Coleco/Coleco Vision 

Of all the shoot-'em-ups that have 
exploded on the coin-op scene in the 
last few years, one of the titles that has 
adapted best to the needs of the home 
gaming market is Midway's Gorf. This 
multi-screen invasion game provides 
video sharpshooters a pleasing variety 
of action with easy-to-learn play- 
mechanics. 



Perhaps because of the ColecoVi- 
sion's enormous capabilities, this is 
perhaps the best home edition of Gorf 
to date. It offers one or two players 
four of the coin-op's original five 
screens — the Calaxian-like scenario 
is omitted from all home versions — in 




GORF 

a visual setting that certainly conjures 
up the quarter-snatcher from Bally. 
(The sound effects aren't quite as close 
to the coin-op. Possibly Coleco's 
forthcoming Super Gorf for the Adam 
will bolster that area.) 

The first scenario is strongly reminis- 
cent of Space Invaders. The player de- 
fends the Earth with a hohzontally- 
mobile cannon located at the bottom 



of the display. Marching toward the 
defender's position are three horizon- 
tal rows of attackers with eight attack- 
ers in each row. A little flying saucer 
periodically crosses the screen above 
its marching minions and can be 
blasted for bonus points. The defend- 
er's gun is protected by a semi-circular 
shield at first, but incoming fire quickly 
disrupts this defense perimeter. 

Split second fire-and-move routines 
are the player's only salvation in the 
second scenario, in which you must 
contend with a small force of kami- 
kaze robot ships clustered around a 
laser ship and a Gorf robot. 

Once the gamer vanquishes the 
force in the second scenario, Corf calls 
in reinforcements from every corner 
of the galaxy. They pop into view 
through a giant hyperspace warp 
which dominates the center of the 
third screen. The gamer must destroy 
the ships as they spiral outward from 
the gate while also managing to either 
avoid or blow up the radiation bombs 
the attackers are lobbing. 

The fourth, and weakest, of the sce- 
narios involves a duel between the 
player's ship and a shielded Corf flag- 
ship that chugs back and forth across 
the screen, moving first lower and 
then higher from the defender's 
movement line as this phase of the 
game progresses. The idea is to shoot 
away parts of the shield and then blow 
up the flagship by scoring a direct hit 
on its internal reactor. This is mostly a 
matter of getting the timing down pat, 
which makes it frustrating for begin- 
ners and a bit dull for those who've 
mastered the trick. 

There are four levels of difficulty, 
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Introducing the only way to play 

a thumb-numbing number of video games 

with just one cartridge. 



Through 

your telephone! 

For about 100 a play or less, 

With at least six new games planned each 

month. The latest and the greatest, plus previews 

of tomorrow's hottest hits that aren't even 

available yet. Play them whenever 

you want. Try them at home so 

you'll know what to look for in 

the store. 




It's easy. Just insert the 
GameLine" Master Module^' 
(it costs about the same as 
two game cartridges) into 
your Atari ' 2600 VCS '; Sears 
Video Arcade ■; ColecoVision^ 
(with Expansion Module #1), Coleco 
Gemini"; Intellivision" (with System 
Changer) or Columbia Home Arcade, and hook 
it up to any telephone. After registering on our toll-free 
number, use your joystick to pick and play your favorite 
games, enter contests. And more. Your games will be 
automatically charged to your (or your family's) major 
credit card at $1 for about 10 plays. And your tele- 
phone will never be tied up for more than a minute 



GameLme'' andMasief Moduie" arelcademaa'^ofCcntfO! Video Corporai^of Aian" Video Compute^ System " 
anaVCS" a^e trademarks of Atan. Inc CoSecoV.ston" atxi CofecoGeminr'areirademarksof Coiecoinausireb 
itic Sears Video Arcade'" is a iradennark of Sears Roebuck and Co Ir^sellivfsion ' is a irademark oi Madei ;nc 
c Control Video Corporadon. 8620 Weslwood Center Dnve. Vif-nna VA 22180 



Join GameLine. For just $59.95" plus a $15 one- 
time membership fee, you get; the Master Module; 
GameLlner Magazine every month for a year 
(a $24 value); the GameLine Master File of game 
instructions; full-color poster And more. 

Be the first to play the best. 

Become part of the first complete 
nationwide video game network of its 
kind with video game competitions, 
prizes and more. Much more! 

Plug into GameLine wherever you 
buy your favorite video games. 

For the GameLine 

dealer nearest you,, 
call us toll free at: 



1-800-CVC-2100 



iggesied reia- p' -f 



The incredible new way 
to play video games. 
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CONTROL - QUIDE^ 




Pat. Pend. 



FOR YOUR ATARI 5200 " 

• Converts your ATARI 5200"* Control Stick to 
4-Way Control for PAC-MAN"" and other Games, 

• Attaches Easily. 

• Makes Games Easier to Play. 

• Only for Games thai require 4-Way Control, 
i.e. |Up, Down, Left, Right|. 

SEND $6.09 Per Pair, Plus SI. 00 for 
^ Postage & Handling 

ENTERTAINMENT SYSTEMS 

P.O. BOX 376, OAKHURST,NJ 07755 

*NJ Residents add 6% sales tax 

^^IIHI^ I Check or Money Order mtmmM 

^WWi Visa h Mastercard accepted a^MB 



Name 

Address ___„ 

I Cilv 

I State 

! Card # .^ 

Expiraiion Date 



Zip. 
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NEEDED IMMEDIATELY 
PART-TIME VIDEO GAME DEALERS 



.Spare Time to Friends and Neighbors 
Wake $25-$50-$100 Per Week! 

NO MONEY NEEDED TO START 
No Mintmum Order • No Risk • No Age Limit 

Become a Part-Time Video Game Dealer. Buy ail ttie new 
Video Game Cartridges at Low Dealer Wtiolesale Prices. 
(Example: ATLANTIS, retail price $29.95, your cost is 
S5.Q5. You sell at S1 1.95 and make S6.00 a game - your 
customer saves SIB. 00). No money needed to starl! Sell 
ATARI VCS, 5200. 400/800; COLECO, INTELLIVISION, 
APPLE. COMMODORE, TRS-80, T.I., etc. Be the first 
Dealer in your area. Limited Otter — ACT NOW tor Special 
Dealer Kit - only $3.95. 

Dealer Kit includes everytliing you need to get started - 
Order Forms, Confidential Dealer Prices, Sales Manual, Ad 
Kit and much more! UNCONDITIONAL GUARANTEE - 
100% satisfaction or Full Refund. 

-We Also Carry Educational Games- 



• ACT NOW For Complete Dealer Kit • 
MAIL $3.0' (plus $1.°° for shipping) TO: 

^GjRM€S 

DEPT. 1, BOLTON, MASS. 01740 



OR CALL: 

(617) 897-5555 




with number three roughly equal to 
the coin-op in overall challenge. Com- 
pleting a round of four missions earns 
a promotion to the rank of Space Cap- 
tain — and the right to try the whole 
thing again at a higher difficulty set- 
ting in a bid to rise to still higher ranks 
such as Space Colonel, Space General, 
Warrior and Avenger. 

Coleco's edition of Gorf is an excel- 
lent addition to the growing library of 
cartridges for this popular system. 

SOLAR STORM 

Imagic/ Atari 2600 

All right, the sun just exploded. As if 
that wasn't enough to start the day off 
on the wrong foot, you have to defend 
this burnt-out husk of a planet from a 
crew of despicable Deltoids. All in a 
day's work for arcaders who like inva- 
sion games with multiple scenarios, 
and Imagic's Solar Storm qualifies as a 
surprisingly good entry in the heavily 
worked genre. 

The initial contest sees the gamer 
moving the defender craft horizontally 
across the bottom of the screen while 



a never-ending barrage of Deltoid rat- 
rockets make their way downscreen. 
Control is via the paddle, a little un- 
usual these days. 

Strategically, take the following 
approach: Only one ship in every 
three or so actually fires. Let all the 
ships move down the playfield a bit. 
Once one fires, blast it. If it makes it 
halfway down and hasn't launched a 
line of destructive heat rays, it prob- 
ably won't. Obliterate it. 

Players who move beyond this sce- 
nario chug along onto the centrally- 
stationed orbital platform where the 
gamer's paddle manipulates a rotating 
perimeter-cannon that can take out 
the enemy's ships moving horizontally 
across the upper four corners. 

The graphics won't leave you 
breathless, but they are first-rate stuff, 
and the game plays like a gem, Believe 
it or not. Solar Storm proves that even 
a genre as tired as the invasion theme 
can be made interesting through crea- 
tive design. 

Of course, it does help to have a 
despicable Deltoid. G 




SOLAR STORM 
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SPEEDWAY BLAST 

IDS! /Atari 400 -800- 12 00 /cartridge 

The only thing that's predictable 
about Innovative Design Systems, the 
publisher of this 1 6K cartridge for the 
Atari computer systems, is its unpre- 
dictability. Few companies have com- 
piled such a consistent record of com- 
ing up with the unusual title, the game 
that's at least several strides off the 
beaten track. IDSI games don't always 
have nail-biting play-action, but they 
seldom fail to present a new and novel 
arcading experience. 
Speedway Blast preserved IDSI's 



reputation intact The player wields a 
joystick to steer a racing car through a 
macro-maze composed of the streets 
of a small city. Driving the vehicle is a 
snap, and it shouldn't take most arcad- 
ers too long to learn how to execute 
hairpin turns even at top speeds. 

It's a good thing the racer is highly 
maneuverable, since it has to be just 
about everywhere at once to battle 
the pothole monsters that are rapidly 
chewing up the asphalt. A secondary 
display helps the gamer find the quar- 
ry, which "hatch" out of eggs that can 



be found at most intersections when 
the game begins. The player scoops up 
as many of these eggs as possible — 
and then uses a hood-mounted gun to 
fill in the holes and dispatch the mon- 
sters which dug them. When all the 
streets are free of both monsters and 
potholes, the game kicks up to the 
next difficulty level and resumes. 

The graphics in Speedway Blast are 
about the best ever seen on an IDSI 
game. Though the monsters are little 
more than a few lines without a great 
deal of charm or character, the car and 
the town it patrols are exceptionally 








88 Electronic Games 




v^ 



^MAAM/CM^[fff^-5«^ 



4 



^' < 




r=f 1 Get Ready! 

^ Get Set! 

Taice Off For 
A Real 
Speedway 

Blast! 



well-depicted. Wheeling the little auto 
up and down streets at breakneck 
speeds is actually fun in and of itself, 
and the addition of the shoot-'em-up 
element completes the picture In out- 
standing fashion. 

(Arnie Katz) 

ZENDAR 

SubLogic/ Apple II/48K disk 

For those who have plenty of time 
and need new worlds to conquer, Zen- 
dar is a simulation that can provide 
some stimulating, thought-provoking 
play. For those who want the most 



teeth-gnashing, heart-stopping action 
possible from a computer, Zendar 
won't even reach the first notch on a 
1-10 scale. 

Zendar is a fictional Island communi- 
ty made up of eight separate coun- 
tries. In the opening scenario, the Is- 
land is in trouble. You and 250 assis- 
tants/assets are given a 10-year pe- 
riod to turn things around. 

At the start of the game, you divide 
the 250 into five categories: adminis- 
trators, military personnel, scientists, 
engineers and units of gold. Then a 
ship takes you to the one country you 



actually run. At the beginning of the 
simulation, one war-hungry nation is 
getting ready to cause trouble. The 
objective Is to get as many countries 
under your control as possible and 
then strengthen those countries in the 
areas of energy, raw materials, pro- 
duction, manpower, transportation, 
agriculture, health, wealth, morale 
and war strength. 

That brings up the simulation's 
problems. First of all, it is impossible 
to completely wipe the enemy 
off the Island for more than 
one turn. Ran- 
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ZENDAR (SUBLOGIC) 

dom revolutions, that not only create 
new enemies, but also cause the loss 
of some of those 250 assistants/ 
assets, erupt periodically. Of course, 
this flux also has the beneficial effect 
of adding a dollop of uncertainty to 
any long-range plans. 

There are two ways to bring a coun- 
try under your control. First, there is 
annexation during which one of the 
countries you own must bargain with 
the other country in terms of assis- 
tants/assets for the takeover. While 
it is a kick to barter with a computer, 
if you enter this phase you must be 
prepared to work out an agreement. 
There's no graceful way to exit the 
bargaining session once it starts. 

Then there is war. The computer 
controls the conflict once it erupts, but 
generally the country with the best 
war strength rating wins. 

Other options include the assign- 
ment of assistants/assets to friendly or 
owned countries to improve that 
country's weak areas of development. 
Trade is also possible, which can 
strengthen a weaker country or help it 
survive longer during a period of con- 
flict. The computer also introduces 
gold discoveries, floods, earthquakes 
and so forth which definitely make a 



difference in the total outcome. 

The game is totally keyboard-ori- 
ented. There are four time periods for 
each of the 1 years, giving the gamer 
40 chances to make decisions. Two 
hours is a minimum time period for 
Zendar. At the end of the game, the 
computer scores your performance. 
(Rick Teverbaugh) 

PROTECTOR 

HES/VIC-20/cartridge 

Looking for a real challenge? Try 
HES' Protector — but don't come 



crying if this slam-bang slugfest turns 
out to be too tough a nut to crack. This 
VIC-20 edition of the game conceived 
by Mike Potter and previously mar- 
keted by Synapse for the Atari 400- 
800-1200 computers may well prove 
to be too much of a good thing for all 
but the best action-gamers. 

The player faces a series of tasks as 
"Protector" of 16 helpless people. 
Under attack by the Fraxullan 
Slimehordes, their only hope is rescue 
by the gamer's Needlefighter. The 
ship must collect these folks one at a 
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Sw^llllt MtlANut You are the game-happy owner 
of the Spare Change Arcade. Two fun-loving, but ovenrt/orked 
Zerks— the main characters in your most popular game— have bro- 
ken loose and are trying to retire from the business. You try madly to 
stop them. If you can get a coin into the juke box, the Zerks get so 
caught up in the music, they drop everything and start dancing. You 
also try popping popcorn and making a pay phone ring—which 
immediately makes the Zerks stop, answer and start a wild con- 
versation. If you "win" the game, 
there are rib tickling cartoons by 
the Zerks to reward your efforts. 
It's a game full of sight gags, 
surprises and comedy From the 
best. Br0derbund! For the 
Apple® II, II + and lie. Coming 
soon for the Atari® home 
computers in disk format. 




and an endless diailenoe 



LODE RUNNER 




Here's a game that will never stop challenging 
you. That's because Lode Runner is more than a spellbinding, fast- 
action game with its 150 different mind-boggling game screens. Lode 
Runner is also an easy-to-use Game Generator that lets you create your 
own games. Without any knowledge of programming, you can easily 
design unique Lode Runnner screens, then bring them to action-packed 

life. You will maneuver through scene 

after scene, running, jumping, drilling 
passages and outfoxing enemy 
guards in a secret underground hide- 
away as you pick up chests of gold 
stolen from citizens of the Bungeling 
Empire. There's no end to the thrills, 
chills and challenge. Of course, it's 
from Br0derbund! For the Apple II, 
II + and lie. Coming soon for the: 
Atari home computers (disk and 
cartridge); Atari 5200^"" Super 
System; Commodore 64™; 
VIC-20™; IBM® PC. 



Ask your Br0derbund dealer for sneak previews. 



^BroderbundSoftujare 



DisctvertheDiffefeice 



1938 Fourth Street San Rafael, CA 94901 

Apple II, II + , lie are registered trademarks of Apple Computer, Inc. ATARI 400/600/1200 and 5200, Commodore 64 and VIC-20 and IBM are 
trademarks of Atari, Inc., Commodore Electronics, Ltd., and International Business Machines Corporation, respectively. 




time and transport them across the 
about-to-erupt Dragonmaw volcano 
to the City of New Hope. As the lava 
begins to flow, they have to be moved 
to the safety of the Fortress of Ver- 
dann, by dropping down an escape 
chute. 

Accomplishing this mission requires 
pinpoint steering accuracy. This is 
where the problem lies. For all but top 
gamers, Protector ranks low in play- 
ability. Even the opening sequence of 
the scrolling game requires such pain- 
staking maneuvering that some may 
grow discouraged almost before they 
begin. 

The ship must be very carefully 
guided through a tunnel, then travel 
down through closely-placed lasers. 
Only then does the player have the 
opportunity to take to the skies and 
face the xytronic pulse-trackers — 
which can be deadly if not blasted — 
and the Fraxullan Mother Ship — 
which is not only indestructible, but 
very dangerous. 

There are a variety of other dangers, 
as well as a time element to worry 
about — and fuel to keep an eye on. 
Combined with the exact maneuver- 
ing required in most operations, it be- 
comes a bit too much. The graphics 
are very good, with vibrant colors, and 
the sound effects are acceptable. De- 
spite the game's pluses, it seems likely 
that many will simply find it too rich for 
their blood. 

(Charlene Komar) 



METEOR RUN 

UMI/VIC-20/cartridge 

There's a problem with Meteor Run. 
It's not that it's a bad game; it isn't. It's 
just that it isn't particularly exciting, 
either. It's just the same old thing. 

The scenario depicts the player 
fighting enemy saucers, which launch 
photon torpedoes at the gamer's flag- 
ship. Just to complicate matters, the 
battle takes place in a meteor field, 
forcing the human pilot to dodge or 
blast the space rocks while concentrat- 
ing on the dangerous aliens. 

An added touch is a radar screen at 
the top of the playfield. It pinpoints 
the location of each member of the 
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current wave of saucers. The flagship 
can change direction if that strategy 
seems desirable. 

Graphics and sound effects are all 
quite acceptable, if not earth-shaking. 
The game is certainly very playable, 
but offers little new. "Fine. What else 
have you got to play?" is probably the 
reaction most gamers will have to this 
ho-hum effort. 

(Charlene Komar) 

SKY BLAZER 

Broderbund/ Atari 400-800-1200 
48K disk 
All gamers who thought they'd go 




o 




mad if forced to deal with one more 
videogame whose title begins with 
"Star — ", ought to give a cheer for the 
folks at Broderbund. When Tony 
Suzuki set to work at programming an 
Atari version of his Apple II classic. Star 
Blazer, not only was a new "Star — " 
not born, the company actually re- 
named the program. Sky Blazer. 
Obviously, Broderbund didn't want 
this hot little number lost among the 
"stars". 

For those familiar with the Apple II 
edition of this program, seeing the 
Atari version is like deja vu. The action 
graphics so distinctive to games gener- 
ated on an Apple have never before 
been so completely translated. The 
legendary hero. Sky Blazer, takes his 
west-to-east scrolling skycraft to 
obliterate hostile radar stations, 
ICBMs, two deadly tanks (one of 
which fires heat-seeking missiles) and, 
ultimately, enemy headquarters. 

The multi-function bombs-and- 
phasers element is represented by the 
use of height-dictated triggering. 
When the craft is above a certain alti- 
tude blasts; the juggernaut drops 
bombs. 

All in all, this is a fine translation, but 
it may take Atarians a while to adjust 
to the sparser Apple-style graphics. 
The addition of Atari audio, however, 
should be universally applauded. 

(Bill Kunkel) 

KICKiVlAN 

Commodore/Commodore 64/cartridge 

Bally Midway's KIckman didn't turn 
out to be a huge hit in the family 
amusement centers, despite rosy pre- 
dictions made concerning it at the time 
of its release. Certainly, it appeared to 
have just about everything in its favor 
— good graphics, interesting play-ac- 
tion and even a guest shot by Pac- 
Man! 

It's never easy to explain why some- 
thing didn't happen, but the most 
logical explanation for the coin-op's 
relative lack of success is that it may 
have been too difficult for many 
gamers. The Commodore 64 edition 
isn't a whole lot easier, but at least 
you've got the trusty "restore" key to 





Boy, have you taken 

a wrong turn. One moment 
you're gathering treasure 
and the next you're being 
eyed like a side of beef. 

You're in the Gateway 
to Apshair The new cart- 
ridge version of the Computer Game of the Yeal^'^ 
Temple of Apshair 

Gateway has eight levels. And over 400 dark, 
nasty chambers to explore. And because it's joy- 
stick controlled, you'll nave to move faster than ever, 
But first you'll have to consider your strategy, 

*Game Manufacturers Assctciation, \9S} 



Is it treasure youVe after? Or glory? You'll 
live longer if you're greedy but slaying mon- 
sters racks up a higher score. 

The Apshai series is the standard by 
which all other adventure games are judged. 
And novices will not survive. 

They'll be eaten. 
One player; Temple of Apshai, disk/cassette; 
Gateway to Apshai, cartridge, joystick cmitroi 
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KICKMAN (COMMODORE 64) 



reset the program and try again. 

A clown on a unicycfe is the gamer's 
on-screen representative. He can be 
moved along the bottom playfield 
boundary using eitherthe keyboard or 
a joystick to catch the balloons, which 
fall from columns near the top of the 
screen, one at a time. If the down 
misses the balloon with his head, a 
push of the action button lets the 
harlequin kick the sphere skyward. 

The first round is little more than a 
warm-up in which the clown blows up 



each balloon on contact. In subse- 
quent rounds, the balloons pile up on 
his head until the clown can catch a 
Pac-Man, which gobbles down the 
stack for points. 

The gobblin' guy can, however, also 
be a nuisance. Any balloon that lands 
above Pac-Man in the stack can be 
eaten by the yellow yahoo — and 
Kickman gets no points for it at all! (A 
third type of object, the ghosts, also 
score points for the player when 
eaten, and are, in fact, worth two to 



five times as much as a balloon of the 
same color.) 

Kickman is more intriguing than 
flat-out exciting. That is, it's an action 
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game in which strategy is worth much 

more than speed, and accuracy 

weighs heavier than mere aggression. 

(Steve Davidson) 

SPORTS ILLUSTRATED 
KNOCKOUT 

Avalon Hill/Atari 400-800-1200 
16K casseUe 

The newest sports simulation from 
Avalon Hill invites home computerists 
to climb into the ring and trade punch- 
es with a human or computer-control- 
led opponent in a joystick jockey's ver- 
sion of the gentlemanly art of self- 
defense. 

Players set the number of rounds, 
from two to 15, in a match. Each 
round lasts 90 seconds, and there are 
30-second rest breaks between them. 
The player who gets the most punches 
wins, and it's possible to TKO your 
opponent with enough hits to the 
head. 

The graphics, although sparse, are 
functional. They show a side view of 
both boxers — complete with sneak- 
ers and socks — as they square off in 
the ring. At the start of a match, the 
fighters come to the center of the ring 
and shake hands before returning to 
their corners to get ready for the fisti- 
cuffs. 

When hit, a fighter grimaces and 
adjusts his stance to a more guarded 
position. Unfortunately, aside from 
this touch of realism, the action isn't 
convincing. It's nearly impossible to 
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Meet the Alienators. A fiend- 
ish bunch who've planted bombs 
throughout your Jupiter Command 
Headquarters, 

Your job? Use your lightning 
speed to scale ladders, scurry 
across girders, climb ropes and race 
through 30 levels to defuse the bombs before they go off. 

That's the kind of hot, non-stop action v/eVe 
packed into the award -winning^ best- selling JumpmanT 
and into Jumpman Jr.^our new cartridge version with 
12 all-new, different and exciting screens. 

Both games force you to make tough choices. 
Should you avoid that Alienator, climb to the top 

•1983 C.E-S- award winner. 



and try to work your way down, or try to hurdle 
him and defuse the bombs closest to you 
before they go off? 

If you move fast you'll earn extra lives. 
But if you Ye not careful, it's a long way down. 

So jump to it. And find out why Jumpman 
and Jumpman Jn are on a level all their own. 

One to four playefs; 8 speeds; joystick 
control Jumpman has 30 screens. Jumpman Jr. 
has 12 screens. 
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duck a punch, although pulling the 
joystick toward you makes your man 
bend down slightly. The number of 
moves is so limited that any but the 
simplest strategies are just about im- 
possible. 

It's hard to believe that a 1 6K game 
doesn't have the memory capacity for 
smooth action, much less for "frills" 
such as sound effects, background 
graphics, or an allowance for a variety 
of tactics. It looks like the game deign r 
— whom Avalon Hill doesn't name — 
didn't put enough effort into design- 
ing a game that would do anything 
other than the bare minimum. While 
Knockout! does what it promises, it 
doesn't offer the exra touches that 
add so much to the fun. 

Knockout! is more enjoyable when 
two players compete in the head -to- 
head contest. The joys of vicariously 
punching a buddy in the labonza may 
well outweigh any deficiencies the 
program might have. The dis- 
play mode is also a very interesting 
touch. Just sit back, unplug the joy- 
stick and watch the two fighters slug 
it out* 

(Trade Forman) 

CLOSE ENCOUNTERS OF 
THE WORST KIND 

Machine Language Cames/VIC-20 

Perhaps the most notable thing a- 
bout this entry from a new software 
company is the simple fact that it has a 
two-pfayer option, designed to take 
advantage of the same company's 
second port for the VIC-20. Close En- 
couotersof the Worst Kind thus marks 
a first for VIC gamers. 

Otherwise, the game isn't particu- 
larly outstanding. It is simple, for those 
who hate complicated rules and differ- 
ent types of operations within the 
same game. As a matter of fact, the 
directions are written on a small 
address label, pasted on the back of 
the cart. They're even fairly complete. 
You have two choices to make as 
the game begins: speed and number 
of players. There are nine speed 
options. One thing the creators could 
have announced is that "nine" is the 
slowest, and "one" is super-manic, so 
have your finger on the firing button 
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when you hit the variation number, or 
you're dead. 

Those without the second port can 
play the solitaire version happily, but 
the game is really better when two 
play. Both blast away simultaneously 
at the invading saucers, which move 
downward in the basic Space Invaders 
style, but without the polite marching 
in military ranks. This is more like fac- 
ing an angry mob than a disciplined 
army. The two blasters can pass over 
each other without hindrance. 

Besides the barreling invaders, the 
obligatory mother ship is always pres- 
ent atop the playfield. This jumbo- 
sized saucer drops bombs from time to 
time; the bombs can be destroyed, but 



the mother ship itself cannot. 

The sound effects are run-of-the- 
mill, as are the designs of the game 
elements. The colors, though, are 
something else; bright and bold, they 
liven up the action. 

This is definitely a game for the 
bash-and-blast brigade. 

(Charlene Komar) 

PEST PATROL 

Sierra On- Line Systems/Apple II/48K disk 
Pest Patrol's play- mechanics are 
pretty much right off the shelf. The 
broad outline of the game will remind 
home arcaders of such invasion con- 
tests as Demon Attack, Bandits and 
Galaxian. Yet there is something 
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THRESHOLD/" 



LUNAR LEEPERJM 



CROSSFIRE^ 



CANNOIMBALL BLITZ™ 



ACTUAL VIC 20 SCREENS 



They said It couldn't 
were they wrong I 



be done. Boy, You'll find the best graphics ever 
available for the Vic 20 in games that 
are already hits on the Apple and Atari. 
Think of itl Brilliant graphics and the 
fastest action this side of reality. 

Survive wave after wave - 24 
different levels - of intruding 
aliens in THRESHOLD. 
Rescue your space pals from 
the hungry LUNAR LEEPER™ 
and head for the eye. Save 




your city from reincarnating invaders 
in CROSSFIRE.^'' Evade a CANNON- 
BALL BLIT?™ to ciimb through three 
stages of action to defeat the 
Redcoats. 

Sierra On-Line's assortment of the 
best the brightest and the fastest 
Believe itl 

THRESHOLD/'^ LUNAR LEEPER/**^ 
CROSSFIRE^'' and CANNONBALL 
BLITZ™: A whole new loolc for the Vic 
201 Available at your local dealer. 





PEST PATROL (SIERRA ON-LINE) 



about this program that can keep a 
gamer coming back again and again to 
fight more pests. 

The pest patrolling is done with a 
gun that moves laterally back and 
forth across the bottom of the play- 
field. The target-pests include: fleas 
(three points), which die after a single 
hit; beetles (three points), which can't 
survive even one squirt of poison; 
snails (10 points), which must be hit 
with the can; waldos (10 points), 
which can only be eliminated after 
three hits; spiders (10 points), which 
jump around the lower portion of the 
screen before finally exiting; worms 
(10 points), which can survive up to 
four squirts; and the killer butterfly, 
(250 points), which can absorb five 
hits before perishing. 

The player is awarded an extra spray 
can for each 1 ,500 points scored. Rein- 
forcements are like manna from 
heaven in a game in which there are so 
many lethal adversaries. This is espe- 
cially true of Pest Patrol, in which the 
player must dodge an endless rain of 
bombs from the bugs as well as line up 
the can for a successful spray. 

If all this sounds many miles away 
from "plug-and-play", you're abso- 
lutely right. Fortunately, designer 
Mark Allen has included a practice 
round in which the computerist starts 
with a generous supply of 77 cans of 
spray. The program also provides 
a means to view any of the first 29 
levels. The next 10 levels must be 
earned in the competition mode. 

Pest Patrol can be played with 
keyboard, joystick, or paddle. The 
keyboard is varied in its capabilities, 
yet difficult to master. Most gamers 
will prefer the joystick. 

The desk also keeps track of high 
scores, but only in the game mode. 
High practice scores accumulated with 
77 cans don't count. In the game 
mode, the exterminator is equipped 
with five cans. 

Prospective gamers should be 



warned that each level has two 
screens and both must be cleared suc- 
cessfully before advancing to the next, 
so even with 77 cans, there is some 
likelihood that the round might end in 
that mode even after displaying only a 
few screens. 

Graphics are outstanding in this out- 
ing, which is of the high quality one 
would expect from an industry leader 
like On-Line. 

Pest Patrol might have been just 
another invasion shoot-'em-up. Fortu- 
nately, the variety of play and the 
overall challenge should be more than 
enough to earn it a place on most 
gamers' shelves. 

(Rick Teverbaugh) 

^"— -"--SIN 

Electronic Arts/ Apple II/48K disk 

The first group of releases from a 
new company is like a calling card. It 
serves as an introduction to the pub- 
lisher's wares and, perhaps, suggests 
the direction the company is likely to 
take in the future. If John Field's Axis 
Assassin is a true foretaste of what we 
can expect from Electronic Arts, then 
there's no question that computer 
gaming has gained another first-rate 
software producer. 

Axis Assassin presents some gen- 
uinely new ideas within the perimeter 



shooting game genre pioneered by 
Tempest. It uses the joystick to control 
a shooter which must blast various 
attackers as they appear on a succes- 
sion of more than 100 different 
geometric battlefields. The gamer be- 
gins with three shooters, but can ac- 
quire an extra one by freeing a cap- 
tured Axis Assassin from the Master 
Arachnid's nest after clearing a field of 
all the attackers and firing a pulse 
bomb just as the shooter exits the dis- 
play. (Arcaders get only one pulse 
bomb per battlefield, and good play- 
ers will want to save it for a trip to the 
next playfield if at all possible.) 

Opposing the Axis Assassin is a 
batch of nasties with varying powers 
and modes of attack. Spinners weave 
traps all over the grid, drones lay down 
webs methodically, hunters follow the 
shooter like kamikazes, and extermi- 
nators are paired creatures which must 
be eliminated one immediately after 
the other. 

Unlike Tempest, Nexar and Tube- 
way, Axis Assassin doesn't require the 
shooter to hug the rim of the 
battlefield. In fact, the best strategy is 
often to let on-coming invaders get 
past the shooter, which can then whirl 
and pick them off from behind! It 
makes for a much more freewheeling 
game, while removing the temptation 
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Read the hottest newirs of your 

favorite hobby in Electronic Games iUlagazine^s 

Sensational Bi-yireekly Newirsletter! 



when executives in the electronic gaming world want the 
lowdown on the latest developments in their field, they 
turn to Arcade Express, the bi-weekly newsletter from 
the same folks who bring you Electronic Games 
Magazine. It's a "must read" for gamers who really want 
to be in the know about their favorite hobby. 

Arcade Express zooms into your mailbox every two 
weeks, packed with hot-off-the-press news about every 
facet of electronic gaming — programmable videogames, 
stand-alone devices, computer games and coin-ops. Plus;, 
Arcade Express presents the inside, behind-the- 
scenes news of the major corporations that make up the 
videogame industry. Best of all, Arcade Express gets 



you the big stories while they're still hot! 

Each eight-page issue also features dozens of no- 
nonsense reviews of all the latest games. First, fast and 
factual — just what you'd expect from Electronic Games. 
But with Arcade Express, you'll know what's really 
happening almost as fast as our editors find out. 

Arcade Express will never be available on any news- 
stand, but you can get it home delivered for a substantial 
saving over the single-copy price of $1.50. Get six 
months of Arcade Express — 13 bi- weekly issues — for 
just $15.00 (save $4.50) or subscribe for a full year — 
that's 26 issues — for the low price of $25 (save $14.00). 



Don't end up on the outside looking in, 

read the latest news in 

Arcade Express every two weeks! 



Join the Electronic Gaming Elite — Subscribe Today 



Mail to: Arcade Express 

P.O. Box 3000— Dept. K 
Denville, NJ 07834 



Yes! Make me a subscriber to Arcade Express! 

□ Send me six months (13 issues) of Arcade Express for $15.00 (save $4.50) 
n Send me a full year (26 issues) of Arcade Express for $25.00 (save $14.00) 



Name . 



Address.. 



City State Zip .. 

□ Enclosed is my payment of 

Please make all checks payable to: Reese Publishing Company 





to mindlessly whirl the shooter around 
the edge of the field in a bid to lay 
down an impenetrable curtain of fire. 

The fine-line multi-colored graphics 
are good, but they may not be entirely 
appropriate. Since the shooter — and 
the targets — don't have to keep to 
any of those thin lines but can range 
freely around the battlefield, it might 
have been nice to distinguish Axis 
Assassin and Tempest, visually, by us- 
ing wider bands of color to liven up the 
look of the various playfields. That's 
merely a quibble, though, since few 
gamers will be sorry about the way this 
program looks on the Apple. 

It doesn't make much difference 
once the action actually starts, but the 
skill selection process is both detailed 
and elegantly implemented. After us- 
ing the joystick to choose one of three 
basic skill levels, the player has a vir- 
tually limitless choice of the shape of 
the first battlefield in the game. This is 
known as "choosing your own 
poison", since all of them will seem 
equally hard, at least at first. 

Axis Assassin is an excellent first 
effort from Electronic Arts and design- 
er John Field. Hopefully this is just the 
outline of the shape of things to come 
from both. 

(Arnie Katz) 

JAWBREAKER II 

Sierra On-Line/Atari 400-800-1200 
32K disk 

When Tigervision picked up the 
rights to On-Line's thoroughly en- 
chanting, maze chase-ln-a-candy- 
store. Jawbreaker, it was faced with a 
knotty problem. In the first place, the 
sophisticated visuals would have been 
virtually impossible to duplicate in 
2600 form. Then, too, there was the 
very possibility that Atari's legal divi- 
sion would come down on Tigervision 
with both feet to protect Pac-Man's 
territory. 

Ken Williams, founder of On-Line 
faced a similar dilemma on the com- 
puter end. Atari was about to intro- 
duce a computer version of a game 
featuring the gadabout gobbler, and it 
was no longer In the mood to brook 
such titles as Arcade Plus' Ghost Hun- 
ter and Jawbreaker. 




JAWBREAKER II (SIERRA ON-UNE) 



Williams solved both Tigervision's 
and On-Line's problems with a single 
masterstroke, re-inventing the maze- 
chase concept in the process. He re- 
placed the usual, twisty maze with a 
series of horizontally scrolling bars. 
Gaps in the bars permit the on-screen 
character — a set of chomping teeth 
— to switch from lane to lane as the 
moment demands. The teeth stay In 
motion constantly, unless the action 
button — or should that be "/naction 
button" — Is pressed, pursued as al- 
ways by the four bullies. 

The new version turned out so well 
that Sierra On-Line has now decreed it 
the standard configuration for all sys- 
tems. The Atari 400-800-1200 and 
Apple II versions are essentially re- 
workings of the Tigervision 2600 car- 
tridge with one major deviation: static 
jawbreakers located in each of the 
playfield's four corners have replaced 
the randomly appearing jawbreaker of 
the videogame. 

This difference makes a marked Im- 
pact on play. By comparison with the 



original, this "four corners" edition of 
Jawbreaker qualifies as a milk run. 
Even tyro arcaders can run amok over 
this jawbreaker-festooned playfield. 
Anyone who can't roll this baby over 
after a week should turn in their joy- 
stick. 

The centrally-reappearing jaw- 
breaker made the entire concept much 
more challenging. As bullies zipped 
wildly from left to right, it proved 
necessary to make periodic "suicide 
runs" back to the playfield center and 
gobble a bonus hard candy. In this 
version, the overweight bullies roll 
from one side to the other in a predict- 
able manner, making clearing out any- 
thing but the center of the field child's 
play. 

It is possible to get Jawbreaker II 
going at a respectable clip, but it 
shouldn't take so long! Please, put the 
jawbreaker back in the middle where it 
belongs! 

Even computer games can be too 
easy, you know. 

(Bill Kunkel) G 
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OMNI-DIRECTIONAL FSRCEITSCROLUIIC ACTION FROM THE CREATOR OF S.. 

JAN YOU MAKE THE RIGHT MOVES 
MA WORID THAT WONl" SIAND SnU? 




FOR THE ATARI 400/800/ 1200XL. 



The Tyrants of Zafakir have booby-trapped the caverns 
guarding their power base. And your very presence can trig- 
ger devices that produce earthquakes and impenetrable en- 
ergy fields. Do you have the courage and skill to navigate the 
caverns and avoid enemy aircraft? Can you find the hidden 
keys and switches that control those perils? Liberate Zafakir! 

Zeppelin " by William Mataga — at software dealers every- 
where. Or direct from Synapse Elite. Only S34.95 plus shipping 
and handling (Californio residents add 6^ 2^0 tax). Send check, 
money order or your VISA/MASTERCARD number. 



5221 Central Avenue, Richmond, CA 94804 • (415) 527-7751 




Command the Wooden Soldiers! 

By FRANK TETRO JR. 



NECROMANCER 

Synapse Software /Atari 400-800-1200 

Necromancer pits you, llluminar, 
against the evil wizard Tetragorn. You 
must assemble a tree army and destroy 
Tetragorn before his evil reigns su- 
preme. 
The first level of Necromancer gives 



llluminar the chance to grow his tree 
army, while he fights off deadly ogres. 
Once llluminar's strength is depleted, 
he is transported into the larvae vaults 
where he must use the trees to destroy 
as much of the spider larvae as possi- 
ble. Once llluminar exits level five of 
the vaults, he descends into the ceme- 




NECROMANCER PLAYFIELD 



tery where he attempts to destroy Tet- 
ragron by completely wiping out all 
of his gravestones. 

When Act One begins, the gamer 
controls llluminar's wisp with the joy- 
stick. Plant your seeds close to lllumi- 
nar, making them easier to protect. Try 
to sow them one at a time and wait for 
one to grow fully before you plant 
another. This makes it easier to protect 
the Saplings from the ogres' deadly 
attacks. Once the spider appears, try 
to hit him with the wisp. This increases 
precious strength, which will keep 
llluminar alive longer. If the spider hits 
a full-grown tree, he poisons it. When 
you hear the yelp, immediately run 
your wisp over the tree's crying face, 
or it will perish. Don't worry too much 
about running out of seeds, because 
the moment you plant the last one, an 
eye pod appears. Kill him with the wisp 
to gain extra seeds. It is important to 
grow as many trees as possible, be- 
cause they are your army. The more 
llluminar has, the stronger he is at the 
beginning of Act Two. 

Act Two requires llluminar to kill the 
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NECROMANCER 



larvae in the vaults. It Is not necessary 
to kill all the larvae on a level before 
moving on to the next one, but re- 
member, the spiders you leave in the 
vaults must be fought in the cemetery. 
In other words, it is better to kill them 
when they are dormant, than to deal 
with them at full size. 

Once the level begins, start moving 
yourtrees and plantingoverthe vaults. 
Watch the Hands of Fate. If they grab 
a tree, it is gone forever. If a larvae 
starts to blink, don't plant a tree over it 
unless you're already right next to it. 
That larvae is about to hatch, and if it 
hatches with a tree over it, it will eat 
the tree. Once the larvae hatches, 
don't panic. Just keep the wisp close to 
llluminar and the trees, and the spider 
will keep his distance. The time to 
strike the spider is when he is on a 
ladder or moving left or right and you 
can intercept him with a diagonal pass 
of the wisp. 

On the first two levels, the spiders 
move slower than the wisp, and are 
not much trouble. Once you reach 
level three, watch out! Should a Jani- 
tor ring appear, try to get it as llluminar 
needs all the strength he can get in 
order to defeat the Evil Wizard. Once 
llluminar hits a question mark and low- 
ers the ladders, he has the option of 
hitting another for a mystery prize. 
Hitting it again is not recommended. 
Two of the three things that may hap- 
pen are bad (the third gives bonus 
points). 

Once llluminarwalks off the bottom 
of level five, he goes into the ceme- 
tery. Here he faces all the spiders he 
did not kill or let hatch. He may kill 
them with his wisp, but they have a 



tendency of being reincarnated. 

Once this level starts, go for the 
gravestones immediately. If the wizard 
or a spider blocks the way, shoot the 
wisp out straight ahead. Try to hit the 
wizard as often as possible, since this 
gives llluminar 200 strength points. 

The second you stop, llluminar will 
be surrounded and attacked. In the 
first two levels of the cemetery, it is 
possible to gain strength by con- 
tinuously hitting the wizard and simply 
outrunning the spiders. Once level 
three is hit, this is no longer possible as 
the spiders move too fast. Try to gain 
as much strength as possible in the first 
two levels. Once you reach level three, 
don't bother trying to hit the wizard 
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GROW 

WITH 

US! 

A special message 
for electronic games retailers 

Playing electronic games is now 
America's fastest-growing hobby. 
Here are some facts: 

* More than 10 million quarters 
are dropped into current coin-op 
champ "Pac-Man" every single day. 

* Nearly 5 million programmable 
videogame systems are hooked up 
to U.S. TVs already. Four million 
more are expected to be sold this 
year alone, along with 30 million 
game cartridges to play on them. 

* Sales of computer games are 
expected to exceed 1 nnillion units by 
the end of the year. 

ELECTRONIC GAMES, the 
first — and only — magazine devoted 
to this booming field, is growing as 
fast as the high-tech hobby it covers. 
Our premier issue was a newsstand 
phenomenon, with many dealers re- 
porting sell-outs. Our second issue 
promises more of the same. 

So if you sell videogame systems, 
hand-held games, or computer 
games, you should also be selling 
ELECTRONIC GAMES Magazine. As 
an EG retailer, you'll earn a good pro- 
fit on even/ copy you sell (of course, 
all unsold copies are fully returnable). 
You'll also be providing your custom- 
ers with that special "extra" that will 
bring them back to your store again 
and again. 

To get all the information you need 
to join the ELECTRONIC GAMES 
retailer program, fill out and mail the 
coupon below. There's no obliga- 
tion, so do It today. ELECTRONIC 
GAMES Magazine is growing fast. . . 
and we cordially invite you to grow 
with us. 



Mail to: ELECTRONIC <iAMES 

Retailer Program 
460 West 34 Street 
New York, NY 10001 

YES, send me information on 
the ELECTRONIC GAMES re- 
tailer program. 

My Nanne 

Store Nanne 

Store Address _^ 

City __^ 

State 7ip __^ 

My Position/Title 
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because he appears and disappears 
much too quickly. The same holds true 
for the spiders. So, your best bet is to 
run for the gravestones as fast as 
possible. 

Necromancer is a game of quick 
thinking and fast action. It may be 
quite frustrating at first, but with a little 
practice, you will be able to restore 
truth, justice and the American way . . . 

SWORDS & SERPENTS 

Imagic/lnteHivision 
In Swords & Serpents, you are the 

warrior prince, who battles phantom 
knights and evil sorcerers to rid the 
kingdom of the Sinister Serpent. The 
Prince may compete alone or acquire 
the help of Nilrem the Wizard whose 
magic can prove quite useful. If you 
decide to play alone, you must handle 
the prince. Be forewarned that it is im- 
possible to solve this adventure with- 
out the aid of the wizard. 

Once the quest begins, the wizard 
must stick close to the prince. The 
wizard should stay away from the 
edges of the screen for that is where 
the phantom knights originate. Try to 
explore as much of a level as possible 
before moving on to the next, and 
read every possible scroll. When study- 
ing a scroll or picking up a treasure, let 
the wizard do the work while the 
prince stands guard. If a phantom 
knight appears, the wizard should 
attempt to freeze him, while staying 
out of range. 

The phantom always heads for the 
closer of the two opponents. If the 
phantom is coming at the knight, point 
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the sword directly at him, and slowly 
back up using the side button, if you 
don't back up you'll get him, but he 
may finish you as well. When an evil 
wizard appears, he always fires at the 
knight. Nilrem should keep away from 
the path of the fireball, or it will hit him. 
The prince may destroy a fireball by 
pointing his sword at it and backing up 




SWORDS & SERPENTS (IMAGIC) 



as with the phantoms. If one of you 
gets wounded, and you know where 
there is a lantern, get to it. Don't waste 
the Heal Spell, you will need it later. 

There is a a little trick you can use to 
heal the prince if there is no lantern or 
Heal Spells left. Have Nilrem hit you 
with an Invincible Spell. This not only 
makes the warrior invincible, but re- 
stores full health when it wears off. 

Another trick maneuver Involves the 
closing doors. When passing through 
them, line up in the exact middle of the 
door and run straight through the 
second the door pops open. It is impor- 
tant to remember that the layout of 
the kingdom never changes. So, mak- 
ing a map may prove very helpful. 

Once the prince and Nilrem make It 
to level four, things begin to move like 
lightning. Don't panic, just keep mov- 
ing and stay away from the edges of 
the screen. 

QUEST FOR THE RINGS 

Odyssey/Odyssey^ 

In Quest for the Rings, two home 
arcaders team up to fight deadly spi- 
ders, demons, ores and dragons while 
they search for the 10 mystical rings 
hidden somewhere within a huge 
underground cavern. A third player 
may be dungeonmaster and hide the 
rings, or the computer can perform this 
deed. You and your adversary have a 
choice of four heroes, each possessing 
unique powers. 

These are: the warrior whose sword 
is most deadly; the wizard whose spell 
freezes all (temporarily); the phantom 
who can walk through walls, and the 
changeling, who can become Invisible. 
Try as many different combinations of 
heroes as you wish, but it is usually 
best to have a warrior In the clan, be- 
cause he Is the only one who can kill 
anything. It is also a good Idea for both 
players to choose different types of 
heroes. Two heads are better than 
one! 

Quest transports the two adventur- 
ers to one of four different types of 
caverns. Each possesses a different 
feature. The plain dungeon is just a 
maze of walls. The Infernoes, which 
are red, have lethal walls that spell 
death on contact for heroes. The shift- 
ing halls have walls that jump from left 
to right One may catch your character 
and hold it stationary. Wait until they 
jump again to get free. The crystal 
caverns, whose walls are invisible, re- 
quire the heroes to gingerly creep 
through the cave. 

Once in a dungeon, look for the ring 
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New From Cardco 




Five Slot Expansion interface 

for tlie C-64 



The CARDBOARD/5 
(CB/5) is an enclosed 
five slot, fully switch 
selectable, expansion 

(^interface for the 

ffCommodore 64™. This 
quality product allows the 
user to switch select any 

j^cartridge slot or 

ipDombination of cartridge 
slots. Twenty-two color 
coded light emitting 
diodes give status 
indication. Each slot has 
four LEDs and two toggle 
switches for indication 
and control. Two master 
toggle switches allow the 
user to manually override 
any situation. 

All Cardco products are 
individually tested to 
insure quality and 
reliability. 



Some of the features of the 
CARDBOARD/5 are: 

• high quality glass/epoxy 
circuit board 

gold plated contacts 
logic lines are switched by 
solid state IC switches 

• full LED status indication 

• convenient toggle switches 



• full support under the 
board to prevent 
flexing 

• full plastic enclosure to 
insure safety 

• fused to protect your 
computer 

• convenient reset button 

• CARDCO. Inc.'s 
exclusive Lifetime 
Guarantee 



ff^p-*-- 



See a complete line of American 
made Cardco Products at a 
computer store near you, today. 



313Mattiewson • Wichita, Kansas 6721 4 • (316) 267-6525 



Commodore 64" is a registered trademaili of Commodore Business Systems, Inc. 



located somewhere along the bottom 
which must be retrieved in order to 
escape. If there is no ring, an arrow 
points the way out. Touching this 
arrow transports you and your friend 
to the surface. 

Quest for the Rings is a game of 
teamwork. It doesn't matter who gets 
the ring, just as long as someone does. 
As a matter of fact, you may some- 
times have to sacrifice yourself so your 
partner can snag the prize. 

There are three types of monsters, 
each requiring a different strategy. If 
transported into a dungeon with only 
ores, the best course is simple; the war- 
rior should go first while the second 
player sticks close behind and tries to 
use his power to the fullest advantage. 
Just fight your way to the ring. 

Remember, though, that the war- 
rior's sword swings only left and right. 
If an ore approaches from above or 
below, it's time for a quick retreat. If 
your group doesn't have a warrior, it's 
going to be a little more difficult. The 
wizard should freeze as many ores as 
possible, or if a phantom is present, 
walk him through the walls to the ring. 
Don't forget that the phantom cannot 
go through Inferno walls. 

The second horror awaiting the 




QUEST FOR THE RtNGS (ODYSSEY) 



heroes is a nightmare. This scenario 
features not only ores, but tarantulas 
and bloodthirsts as well. This situation 
goes much easier with the help of a 
warrior. The tarantulas and blood- 
thirsts may not be killed by the warrior, 
but they can be knocked back a quar- 
ter of an inch or so when struck on the 
head. This is where teamwork comes 
into play. One player should fend off 
the horrors while the other sneaks past 
and grabs the ring. If no warrior is 
present, use a wizard to temporarily 
freeze the creatures. If a phantom is 
present, walk him into a wall and leave 
him there. 

The last and most dangerous adver- 
sary is the dragon. There are two 



strategies which may be used to defeat 
the dragon. The dragon goes back and 
forth across the middle of the screen. It 
senses when a player crosses his path 
and immediately pursues him. The 
dragon cannot be killed, but can be 
frozen temporarily by a wizard's spell 
or a blow from the warrior's sword. If a 
warrior is in play, he should walk over 
to the second hero and stab him with 
the sword. This sounds deadly, but 
don't fear, a character hit by the war- 
rior's sword reappears somewhere on 
the right side of the screen. If he pops 
up under the dragon, you've got it 
made. Just walk over and get the ring. 
If not, repeat the procedure until you 
achieve the desired result. The only 
catch comes if he reappears on top of 
an ore or right in the dragon's path. If 
no warrior exists, the next best thing is 
for the pair of explorers to split up. 
One goes to the extreme left of the 
screen and the other to the extreme 
right. The person directing the hero 
farthest from the ring should run down 
the screen into the dragon's path to 
get his attention. Simultaneously, the 
other one heads down screen. While 
one adventurer gets fried, the other 
can sneak down and get the ring! 



...THE CHAMPS... 

when only the best will do! 

SUPER CHAMP MINI CHAMP REMOTE CHAMP 

Play longer and score higher than ever before with the Champ joysticks from Championship 
Electronics. Precision designed for instant response to your slightest command. Contoured handle 
provides maximum comfort for both left and right-handed players. 



SUPER CHAMP: 

• 10 ft. retractable cord 

• 2 firing buttons 

• Suction cups for 
one handed play 



For use with: 

• Atari 2600 VCS 

• Atari 400/800 Computers 

• Sears Video Arcade 

• Texas Instruments 

(PC 310 adaptor required) 

• Colecovision (CA-340 
keypad control required) 

•NEC PC6001 

• Commodore Vic-20 

• Commodore 64 




MINICHAMP: 

• 4V2ft. retractable cord 

• 3 firing buttons ,^^^^^^^^^^^_^ ,^^^^ 

• SpecificalJy designed ^^^^"^^^ ^^ Championship Electronics (U.S.A.) Inc. 

fnr cmj^ll U^nA iicor ^1^ Grandview Drive So. San Francisco. CA 94080 

for small hand user (415)588-3015 

For more details and information on other Championship Electronics products, see your local dealer. 
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^saysyou 

cant beat 
Gridrunner. 

Gridrunner™isthe toughest, fastest, arcade 
quality game ever to challenge a Commodore™ or Atari® 
computer owner 

How tough is Gridrunner? 
So tough that He^are™ is offering $5 just for 
taking the Gridrunner challenge. And you don't even have 
to beat the game to get the greenbacks. There's a check 
right inside every Gridrunner box, good for $5 off your next 
HesWare purchase. You spend your check right in the 
store, on your choice of exciting HesWare action, education, 
and computer utility programs. Even HesWare peripherals. 

No one, not even the author, has ever reached 
even the 14th level of Gridrunner. But maybe you've 
got what it takes to go all the way to the 31st 
level (20 levels on VIC 20™ version). Maybe you 
can master the patterns of the X/Y Zappers. 
And stop the Gridsearch Droids before they 
mutate into lethal Pods. 

The Gridrunner challenge. Just one 
of the ways that HesWare is expanding the 
computer experience. Look for all the 
HesWare products at your favorite 
software retailer 



Pleases the 
customer 



HesWare 



Human Engineered Software 

150 North flill Drive 

Brisbane, CA 94005 

800-22^-6703 

(in California 800 632-7979) 

Dept. C20 




Gridrunnef FtetroBall Synthesound SS^ 




^C^^^VIV ' M-jLL ^^^It 


Gndrunnet Shamus 


.^1 
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;hesu,.'rite 
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i HES WRITE 
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VIC 20 and Commodore 64 are trademarks of Commodore Electronics Ltd. Atari"* is a trademark of Atari, Inc. 




Enter the Dragon^s Lair! 



By TRACIE FORMAN 



DRAGON'S LAIR 

Cinematronics 

just as the rumors began flying hot 
and heavy concerning Cinematronics' 
departure from the coin-op field, the 
company turns up with the most rev- 
olutionary title on the market! The 
outfit that introduced vector graphics 
games, with such titles as Starhawk 
and Star Castle, is now ready with the 
first videodisc coin-op to be made 
available to arcade owners. 

Dragon's Lair is a lavishly animated 
cartoon in the best Saturday cartoon 
tradition. The player is represented by 
a noble knight in armor who appears 
on-screen as the action begins. Deep 
within the guts of this coin-op, a 
videodisc machine has stored not only 
the images the player sees, but also an 
entire catalog of alternative plotlines. 
The disc is simply a visual storage sys- 
tem that frees the computer — for 





The Dragon's turf is full of surprises! 



Animator Don Bluth & Co. 



example — of the memory-consum- 
ing task of creating images. Visuals are 
stored and merely selected according 
to the input entered into the disc selec- 
tion system. 

Let's say you want your knight to 
run left. Push the joystick in that direc- 
tion and the screen blanks for an in- 
stant while the laser scans for the 
appropriate sequence. We then see 
the gamer's knight striding down the 
left corridor, headed for an enormous 
oaken door. When you open the door, 
however, your knight is somewhat 
alarmed to discover that he's standing 
over a chasm of flame with only a few 
burning strands of rope hanging from 
above. Using perfect timing, hit the 
action button and the knight will leap 



into the air, grasping madly for a rope 
(Don't wait too long, though, or the 
rope will incinerate!). Miss, and well, 
it isn't pretty. But players do get a nice 
bird's eye view of their champion 
plunging into the flaming abyss! 

After the loss of a life, perhaps the 
game's neatest sequence occurs. Your 
champion again faces you, still clad in 
his armor, but now he is a grinning 
skeleton! Slowly, flesh reforms around 
his body and once more you have a 
whole knight to command! 

Dragon's Lair is no one-trick pony, 
either; there are plenty of rooms, 
dungeons and even an exterior view 
of the castle itself. Technologically, it is 
just a hair's breath away from being 
completely there. The time lag is the 
biggest problem, but that could be 
remedied by a secondary, mechanical 
device that could provide a fill-in visual 
while the laser scanned the record. 




Note the high quality of background art. 
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/;/ the far reaches oj your mind. . . li^hi years away from your imagination . 
exists the ultimate plateau in pinlmll exeitement! 




THE FUTURE OF PINBALL HAS JUST ARRIVED. 



(^cA MIDWAY 




still, as a supreme novelty and an 
experience every gamer will want to 
enjoy, take a peek into the future with 
Cinematronics' Dragon's Lair — and 
be careful not to singe your eyebrows! 

BUMP 'N' JUfMP 

Bally/Midway 

Don't let the cute graphics fool you. 
Bally/Midway's Bump 'N' Jump is ev- 
ery demolition demon's dream-come- 
true, despite its sugar-coated pack- 
age. No namby-pamby pass-and- 
avoid racing game, this high-speed 
hot rodding contest is mighty strong 
stuff. The name of the game here is 
"search and destroy!" 

Arcaders take control of a decep- 
tively cute little red car as it innocently 
chugs along the paved race track. The 
idea is to send competing race cars 
careening into the guardrail and watch 
the poor blighters explode in a final 
blaze of death and destruction. Not a 
game for people who expect to pass 
Driver's Ed, but an awful lot of fun just 
the same. 

Would-be road warriors have two 
options in their quest to smash, crash, 
and bash their way down the road to 
glory. The first is to smack into cars 
and knock them off the road. If a car 
hits the guard rail with enough force, it 
explodes in a blinding cloud of dust, 
never to be heard from again. Watch 
out, though — not every car on the 
road is about to play patsy for players' 
automotive antics, and even demo- 
lition derby devils might 
end up taking a sudden 
and quite unexpected 
journey to the 
guard rails. 



But the bumper-buggy is not with- 
out its secret weapon. When travelling 
at speeds of over 1 00 miles per hour, a 
quick stab at the "jump" button sends 
the crash car leaping through the air 
like an oversized mechanical frog. 
Gamers can steer the red racer even 
while airborne, and careful maneuver- 
ing can land it smack onto the head of 
an unsuspecting motorist. This is un- 
questionably the most gratifying way 
to teach the old grannies to stay off 
the road. 

But the road to glory isn't all smack- 
and-smash. Obstacles appear period- 
ically to bar the bash-buggy's path, 
and a crash into one can prove a real 
dead end. So can the river that cuts 
right through the raceway. Arcaders 
must vault over the deep-running 
water and land on a skimpy stretch of 




BUMP *N' JUMP 



pavement if they don 't want their spir- 
its — and their engines — suddenly 
dampened. 

With Bump 'N' Jump's 32 different 
racetracks and fast-action fun, this 
joystick joyride is highly recom- 
mended for anyone who wants a shot 
at being the undisputed King of the 
Road. Just don't tell your driving 
teacher! 

ZOO KEEPER 

Taito 

Since the phenomenal success of 
Bally/Midway's Pac-Man series, one 
can practically hear the refrain echoing 
off the walls of the game designers' 
think tanks: "Cute sells!" In sharp 
contrast to last year's blaze-of-glory 
blast-athons, the new crop of games is 
directed at a more pacifistic arcader, 
who's more concerned with rescuing 
fair damsels than with blowing up 
alien invaders. 

Taito's Zoo Keeper is targeted 
right at the heart of the "cute" game 
player. The trouble is, it's so clearly 
"cute", it practically screams it at you. 
Even the control panel is adorably fes- 
tooned with colorful, cartoonish zoo 
creatures. 

Unfortunately, though, the whimsi- 
cal touches that can make or break a 
game of this genre are sadly lacking 
here. While there's nothing really 
wrong with Zoo Keeper, there's noth- 
ing really right with it, either. It just 
sort of sits there. 

Players control the movements of 
Zeke the Zookeeper, whose job is to 
keep the animals caged in a large trap 
in the middle of the screen. The zoo 
animals — no fools, they — attempt to 




110 Electrowi' fi#m* 




break through the restraining walls by 
chipping their way through the bricks. 
If they succeed in escaping, they make 
a bee-line for their hapless warden, 
who must jump over them to survive 
with his skin. 

Zeke has to fill in the gaps before the 
animals have opened them wide 



enough to trot on through. He also has 
to avoid any Irate ex-prisoners who 
have the audacity to outsmart him. If 
an animal catches him, the screen 
reads "Gotchal". . .too adorable for 
words, huh? He must keep himself 
generally intact until the timer at the 
top of the screen runs out. When the 



timer fuse is at its final quarter, Zeke 
has the opportunity to "net" the ram- 
paging beasts and banish them back 
to their cages. 

If Zeke manages to stay alive for the 
entire first round, it's on to the next 
screen, where he climbs and jumps 
along moving ledges to rescue his girl 
friend, who's imprisoned at the top. 
(Don't these dippy women ever figure 
out how to find their way down by 
themselves?) If he falls off a ledge, is 
hit by a falling rock, or has an unfor- 
tunate run-in with a zoo animal, his life 
is ended. During this sequence, gam- 
ers can earn bonus points by jumping 
over the zoo animals scattered over 
the ledges. 

The third sequence requires Zeke to 
leap over wild beasts in order to gain 
access to the escalator, which leads 
him — yes, again — to his helpless 
female friend. 

While Zookeeper is a mildly in- 
teresting diversion, it lacks the excel- 
lent animation, originality of theme, 
and sense of humor found in the most 
successful cute games. 

Alas, there are already too many 
coin-ops that fit that description. Q 




ZOO KEEPER 
HOW IT PLAYS: 

After selecting a one- or two-player 
game, use the joystick to run Zeke back 
and forth across the playfield. During the 
second screen, he can be moved up, down, 
right and left while he's in the air. 

Press the "Jump" button to do the 
obvious! 




BUMP 'li' JUMP 




HOW IT PLAYS: 
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The Grandmaster AAakes Its lUlove 

By HENRY B. COHEN 



ith all due respect to the 
ancient game of pawns and 
queens, chess-playing devices are 
rarely showstoppers. Yet Milton Brad- 
ley's Grandmaster chess computer 
had even blase industry executives 
awestruck when the manufacturer un- 
veiled the unit at a mid-winter game- 
business product expo. 

The big attraction is that the Grand- 
master moves its own pieces. At least 
one other machine, the Novag, ma- 
nipulates the chessmen, but that de- 
vice costs a lot more. Unlike the Novag 
with its ultra-sophisticated robot arm, 
the Grandmaster directs to the desired 
squares from underneath the board. 
Best of all, it performs this minor mar- 
vel with such speed and accuracy that 
you'll be tempted to peek under the 
board just to make sure a tiny little 
person isn't shoving the knights and 
bishops around. 

No type of photograph can do the 
Grandmaster complete justice. It is, 
literally, a machine that you must see 
to believe. Even under the closest ex- 
amination, the Grandmaster still ap- 



pears remarkably human-like in its 
movements. 

The play-features are nothing to 
sneeze at either, but following time- 
honored "Test Lab" custom, let's pry 
open the casing and look inside before 
moving on to judge the unit's overall 
performance. 

The beauty of the Grandmaster lies 
in its simplicity. Put two small motors, 
a couple of belt drives turning moving 
metal rods on an X and Y axis, and a 
computer- driven and -controlled 
electromagnet suspended between 
the rods in one package and — Abraca- 
dabra — instant Grandmaster. 

Obviously, a tremendous amount of 
painstaking engineering went into the 
mechanism, but the basic description 
is accurate. More important, the 
streamlined design insures a long life 
span. There just isn't that much that 
can go wrong. True, the motors may 
eventually wear out, but they can be 
easily replaced. The electromagnet 
should last as long as the computer 
circuitry that drives it, and the belts are 
certainly beefy enough. 



WHAT NEXT? 

From the moment we first laid eyes 
on the Grandmaster, a single thought 
kept passing through our electronic 
games-oriented craniums. What other 
games could be enhanced with this 
new technology? Certainly, the 
machine has its limitations. For the 
moment, it can only move a single 
playing piece at a time. And its reper- 
toire of sound effects is presently limit- 
ed to a beep or two. Three, it cannot 
identify a piece which starts in the 
wrong square. Still, these are not ma- 
jor problems, only minor engineering 
refinements, not needed for chess but 
necessary for what gamers might like 
to see in the future. 

One potential use might be in sports 
simulations of adventure-type games. 
Imagine two football teams lined up 
on the playfield. A computer-directed 
play (selected by a human coach, of 
course) commences. The pigskin war- 
riors scramble across the field, vicious- 
ly blocking their rivals while the ball 
carrier weaves through the magneti- 
cally directed onslaught. The two- 
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dimensional world of the videoganne is 
finally rendered in full 3-D — no longer 
tied down to the graphics designer's 
choice of perspective. Football, base- 
ball, and soccer could all be simulated 
in this manner. Perhaps the games 
most easily adapted are war games 
and adventures. Imagine entire armies 
of magnetic troops marching across a 
battlefield from hidden bunkers or for- 
tresses. All these are possible. 

As Grandmaster is constructed, 
chessmen must be placed on their cor- 
rect squares before the game begins. 
After play, the men are situated along 
the right and left flank of the chess- 
board itself. At the push of a button, 
they march out onto the board, one by 
one, and assume the proper positions. 

Road racing games, maze chases or, 
in short, almost any game that can be 
televised can be adapted to a magneti- 
cally controlled board with even more 
excitement than the original. 

Just how good a chess machine is 
Grandmaster? 

In a word: strong. This is particularly 
true at the lower levels of play where 
the game reacts almost instantly. 
While Grandmaster hasn't been tested 
against the Sargon II or Mephisto, it 
appears that Grandmaster gives the 
average player a tussle. It is unusually 
relentless in its pursuit of material. In 
chess lingo, this means it's out to get 
your men without a shred of compas- 
sion. 

Grandmaster contains many unique 
features. Of primary concern to begin- 
ning chess players is that, at the lowest 
level (one), it really teaches. It is pro- 
grammed not to win unless you give it 
no other choice. No other machine is 
so kind to neophytes. At level two (of 
12) it responds in about five seconds. 
This is the starting level for real game 
play and should provide a good, quick 
game for an average chess player. As 
the levels increase, so does the re- 
sponse time. When you play at level 
11, the average move takes four 
minutes. 




MAKE YOUR MOVE! 



At the highest level, (12), the com- 
puter "thinks" until the human press- 
es "stop" and forces it to move. This 
can be valuable in postal chess games 
or for those with unlimited time on 
their hands. 

This machine does everything ex- 
pected of a chess computer and then 
some. 

. Naturally, it can play against itself — 
and that is something to watch! The 
pieces scurry about the board as 
though guided by an alien, and un- 
seen, force. It replays from any posi- 
tion, can verify the position of each 
piece and, for teaching purposes, can 



display all legal moves for every man 
selected. 

The display panel, fully illuminated 
by red cutouts of each piece, alerts the 
gamer to the status of the move. If you 
pick up a pawn, the pawn light goes 
on, and so on. V^/hen you capture a 
man and place your piece on the 
board, the light flashes again, and 
you'll hear a beep indicating that the 
computer has properly recorded your 
move. Moreover, if you set the cap- 
tured piece anywhere on the board, 
the device takes it and puts it in the 
proper parking position on the side- 
lines. That way, the computer keeps 
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MILTON BRADLEY'S ELECTRONIC GRANDMASTER 



track of all pieces and is ready to start a 
new ganne instantly. When you're 
ready for another contest, sinnply press 
the "new" button. You may also order 
all nnen to the sidelines and leave them 
parked for another game at another 
time. 

At any time during a game the level 
of play can be altered. You can swap 
sides, replay moves, verify positions, 
play manually or automatically, check 
for legal moves or ask for help. This 
latter feature is especially intriguing. 
After activating the "hint" button, the 
computer wiggles the man it suggests 
you move — but it will not tell you 
where to move it to. 

Grandmaster honors all legal rules 
of chess including the 50-move rule 
and three-fold repetition. If these 
terms leave you cold, fear not, for the 
unit is packed with two instruction 
books. One recounts all the rules of 
chess. The other, a multi-colored 44- 
page instruction manual, tells all about 
the machine itself. This latter guide is 
particularly well-written, -organized 
and -illustrated. It is clear that Milton- 
Bradley has left no stone unturned in 
its quest for perfection regarding the 



Electronic Grandmaster. 

Grandmaster is expensive, averag- 
ing $500. As we mentioned at the out- 
set, it is affordable, and that is true 
when compared to the $1600 price 
tag of the Novag chess robot. The 
playing surface must be kept clean (no 
problem as it is a "worldproof" mono- 
plane design), and the unit makes a 
fair amount of noise when it moves 
the men around. 

To input a move, the centers of two 
squares must be lightly depressed. The 
first is the square from which the piece 
is taken, the second, the square to 
which it is going. To accomplish this, 
you may use the bottom edge of the 
piece itself or your fingertip. The im- 
portant thing to keep in mind is that a 
light pressure in the center of the 
square is all that's necessary to enter a 
strategy. 

Grandmaster, by Milton Bradley, is 
a demonstration of applied robotics 
and breaks new ground with the many 
wonderful things It can do. As a por- 
tent of things to come, it is positively 
mind-expanding. In all, a grand and 
masterful achievement. 
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By THE CAME DOCTOR 



Cverybody's got questions! Being 
the Game Doctor has become a 
full-time job. In fact, I should have 
some interesting news coming up for 
my "Q&A" legions in the very near 
future. 

In the meantime, some of you folks 
have been cramped up in my over-alr- 
conditioned waiting room long 
enough to rust a joystick. So let's start 
with the T-shirt winning patient for 
this month. John Connolly of Aber- 
deen, MD is the lucky reader. Nurse, 
why don't you bring him into the ex- 
amination room? 

/ heard about a year ago that Atari 
developed "bank switching", a pro- 
cess that doubles the memory from 4K 
to 8K. The 400/800/1200 Atari com- 
puter versions of 2600 games such as 
Pac-Man also use only 8K. Why can't 
the 2600 versions look like the com- 
puter game? 

(John Connolly, Aberdeen, MD) 
A: First of all, let's talk a bit about the 
process Atari had dubbed "bank 
switching". The 2600 was designed to 
read a maximum of 4K. This new pro- 
cess allows the programmers to cir- 
cumvent this roadblock by flip-flop- 
ping two 4K programs in such a way as 
to actually fool the 2600 into reading a 
program twice as large as its capacity 
should allow. 

This flip-flop procedure does have 
limits, however, and it may not be 
practical for all game programs. 

Far more important, however, are 
the differences between the two sys- 
tems you are comparing. The Atari 
computers are just that — powerful 
home computers with astonishing 
graphics capabilities. The "Video 
Computer System", however, Is mis- 
named. The 2600 isn't a computer, 
simply a microprocessor designed for 
moving objects and creating color. 



In spite of its limitations, however, 
breakthroughs in sound and harmon- 
ics (Parker Brothers' Frogger) and 
graphics (Enduro from Activlsion) still 
boggle the mind of this old game 
croaker. The 2600 has lived this long 
because it is a software-oriented 
game system. That is, the cartridges 
contain most of the technical miracles. 
It's like putting the engine from an 
F-14 into a sturdy old biplane chassis 
and then marveling at how fast that 
relic can move! 

Qs Recently, Mattel ran a commer- 
cial on TV regarding its new 
keyboard for use with the Master 
Component My questions are: When 
will this amazing keyboard be 
available; will it make the Intel llvision 
comparable to a personal computer; 
and what kind of software will be 
available for it? 

(Bud Castner, Edwardsville, PA) 
A: As of this writing (May 20, 1983), 
the second attempt at a keyboard for 



thelntellivision land II issf/V/notinthe 
stores! Ultimately, Mattel plans a 
whole slew of additional add-ons, but 
as release dates for virtually every- 
thing get constantly moved back, 
credibility is becoming a genuine 
problem. 

In addition, EG has received several 
reader complaints regarding un- 
acceptable delays in getting their 
"free" IntelliVoice for purchasing an 
Intellivision II. Although the coupon 
promises prompt delivery, many EG 
readers have been waiting nearly 
three months for the voice units. Let's 
hope the folks at Mattel Electronics 
get their act together so we can 
actually enjoy some of these innova- 
tive products. 

• Will Coleco produce Turbo forthe 
Atari 2600, and can you use Expan- 
sion Module #2 (the steering wheel 
and gas pedal) in playing it? 

(Steve Sigety, South Bend, IN) 
Am Coleco has indeed produced a 



INTELLIVISION ENTERTAINMENT COMPUTER SYSTEM 
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COLECOVISfON TURBO 




version of Turbo for the 2600, but the 
expansion modules only work on the 
Coleco's own system. The 2600 has 
no expansion port to accept such a 
peripheral. 

Q: / plan to purchase the Coleco 

''Super Game Module" when it 
appears this August My question is: 
Will I still be able to use Expansion 
Module #2 (steering wheel) for a ver- 
sion of Super Turbo, or will there be 
yet another module to fit with the 
Super Came peripheral? 

(John Matthews, 
Cape Girandeau, MO) 
A: I'm sure the possibility of new 
modules has caused sweat to appear 
on the foreheads of gamers across the 
nation. Here's the rub: Coleco has 
been fairly tight-lipped regarding its 
Super Game Module. As far as EC can 
determine, it is not possible to "daisy 
chain" Coleco peripherals. 

This procedure is commonplace 
with computers where a disk drive can 
be attached to the computer and a 
tape drive may be connected, in turn, 
to the disk drive. Since most of Coleco- 
Vision's expansion modules are in- 
serted into the "trap door" port in the 
front of the console, the idea of linking 
up a series of such modules conjures 
images of six peripherals plugged into 
one another and extending out four 
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feet from the front of the system I 

However, in the case of Turbo, rest 
at ease. The steering wheel expansion 
module plugs into the joystick input 
rather than the expansion port. 
Although, the real problems will begin 
arising with the advent of the 
keyboard expansion module. With the 
keyboard being accessed (we pre- 
sume) through the single expansion 
port, will it be possible to use any of 
the other peripherals requiring that 
port simultaneously? Questions such 
as these will be fully dealt with in an 
upcoming EG feature by the Pro- 
grammable Practitioner, the Doctor of 
Digitizing and the Silicon Sawbones — 
in other words, your humble Game 
Doc. The feature (obviously long over- 
due since my legions of token-sending 
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letterhacks have been clamoring after 
it for over a year!) is dubbed "The 
Game Doctor Answers Your 10 Most- 
Asked Questions!" 

^^ This is my fifth letter and I have 
not gotten an answer yet Is it my 
handwriting? Is it my breath? 

Seriously, I would like to know 
what Mattel, the company I invested 
in, is doing about the growing sales of 
ColecoVision consoles. Why doesn't 
Mattel turn the tables and produce a 
ColecoVision emulator and not let 
Coleco unseat them for second place 
in the home videogame sweepstakes. 
I don 't think the emulator will be very 
expensive because I saw Spectravi- 
sion 's going for $70. 1 hope this will be 
the next addition after Intelllvision in- 
troduces its VCS adapter. 

Another question: A while back, 
you stated that all moving objects in 
Intel I iv is ion games were one color, 
but I have seen games in which multi- 
colored characters appear. Maybe 
these are two different objects mov- 
ing simultaneously, but isn't that the 
same thing? 

Final question: How are joysticks 
for the original Intellivision replaced? 

That's it But if I don 't see this letter 
in an issue of EG in the near future, be 
expecting a sixth. And remember, 
Pac-Man only eats keys to prevent 
lockjaw. 

(Toshi Mogi, Kailua, HI) 
A: Geez, Toshi, if your previous four 
letters were as good as this one, the 
old doc must've slipped a gear when I 
passed them up! Occasionally letters 
are cut from a finished column due to 
lack of room and then are too dated to 
run in a subsequent issue. 

Any-who, let's look at your scintil- 
lating queries one at a time: 

Right now, it looks like Mattel's 
main hardware thrust will be the 
Aquarius computer. The Intellivision 
III, sneak-previewed last January, is no 
longer on the company's 1 983 produc- 
tion schedule. The best guess is that 
Mattel will largely concentrate on 
software in the future. 

While the digital Doc can under- 
stand your desire to see the system 
you own hold its popularity, it's prob- 
ably not a good thing to get too parti- 
san about any particular brand name. 
Almost every company has something 
positive to offer to electronic gamers, 
so let's not get bogged down in brand 
chauvinism. 

Okay, next question: Your guess 
with regard to mufti-colored graphic 
objects on the Intellivision is remark- 



ably astute. Indeed, objects comprised 
of more than one color are indeed 
several segments mounted in such a 
way as to appear multi-hued. As to 
your musing regarding what the big 
difference is, this is it: Each differently 
colored, independent graphic element 
needed to comprise an overall on- 
screen object uses up a bit more of the 
computer's power, thereby limiting 
the overall memory and functions re- 
maining within the Intellivision. 

Broken joysticks on the original In- 
tellivision are "easy as pie" to fix. You 
crate the entire unit up and send it 
back to the repair shop! Even / 
couldn't get tagged with a malpractice 
suit on that one! 

Last but hardly least, even though I 
printed this, I better be seeing more 
letters from you, my friend! I love your 
outlook on our hobby — the most im- 
portant thing to remember about 
these electronic games, after all, is that 
they're supposed to be fun! Readers 
such as Toshi capture that spirit per- 
fectly. A 10-joystick salute, old boy! 

Well, patients, that about fractures 
the joystick for this month's install- 
ment. Keep those cards and letters 
coming! Q 
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37. Temple or Apshat $29.00 

38. Spell Wiierd $39.00 

39 Nautilus $26 00 

40. ORtleys Mine $22.00 

41. Soft Porn $27.00 

42. QIX $33.00 

43. WiiardS Princess $29.00 

44. Centipede $33.00 

45. Strip Poker $24.95 

46. Juggles House $23.00 

47. Hard Hat Mack $28.00 

48. Slime $26.00 

49. Gorf $32. OO 

50. Ju99les Rambow $23 00 



51 Story Machine $24 00 

52. Froniy $27.00 

53. Starcross $29.00 

54 Morloc s Towet $16 00 

55. Slarblaier $25.00 

56. Gala^iian $33.00 

57 Target Practice $12.00 

56. Curse 0(Ra $16.00 

59 Fantastic: Voyage $28.00 

60. Reacue at Ri9ei $24.00 

61. Rear Guard $19 QO 

62 Star Raiders $33.00 

63. Invasion Orion $19.00 

64. Miasile Command $29.00 

65. Pool 1.5 $27.00 

66. Crossrire $36.00 

67. Snooper Troops »1 $36.00 

68. Datestonesol Run $16.00 

69. Turmoil $28.00 

70. Asteroids $29.00 

71 Oragons Eye $24.00 

72. Mute $32.00 

73. Claim Jumper $26 00 

74 Basketball $29.00 

75. Survivor $26.00 

76. Speed Reading $5900 

77 Firebird $34.00 

78. Typo $26.00 

79. Sneakers $24 00 

80 Anti-Sub Patrol $ I 6.00 

81. Zork I $29.00 

92. Alien $29.00 

83. Pacific Coast Highway... $1 7.00 

94. Bank Street Writer $49.00 

85. Stratoa $24 00 

66. Serpentine $32.00 

97. Ullima I $32.00 

88. Fast Eddre $21.00 

89 Facemak^r $24.00 

90. Deadline $35.00 

91. Rhymes & Riddles $21.00 

92. Ricoctiet $16 00 

93. Defender $33. OO 

94. Attack at Epcy 4 $27.00 

95. Taletalk $39.00 

96. Space Invaders $29.00 

97. Space Eggs $24.00 

98. Bandits $26. OO 

99. Ctieaa $29 00 

100. Missron Asteroid $22.00 




rouF FINAL PR ICE after REBATE 
when purchased with 
package as shown 

101 Program Recorder $74.00 

102040Col. Printer/Plotter ...$249.00 

1025 80 Column Printer $449.00 

1027 Letter Quality Printer. . .$299.00 

1050 Disk Drive $379.00 

850 Interface $169.00 

1030 Direct Connect Modem CALL 

CX30 Paddles $12.00 

CX40 Joystick $8.00 

CX42 Remote Joystick CALL 

CX77 Touch Tablet $69-00 

CX80Trak Bait $49.00 

CX85 Keypad $105.00 

CX418 Home Manager $69.00 

CX488 Communicator II $229.00 

KX7098 Atari Accountant ....$209.00 

KX7101 Entertainer $69,00 

KX7102 Arcade Champ $75.00 



ATARI HOME COMPUTERS 

ATARI 400 $SS 

ATARI 400 & 410 Recorder Package 
YOU PAY S1 "79.00 

You Get ATARI REBATE $50.00 
YOUn TOTAL COST S1 SS.OO 

Retail Value of ATARI 410 S100.00 
Net Cost of ATARI 400 $29.00 



CALL FOR PRICING ON THE 
ENTIRE XL ATARI LINE! 

Axlon 32K RAM $59.00 

Axlon 48K RAM $99.00 

Axlon 128K RAM $299.00 

Intec 32 K Board $59.00 

Intec 48K Board $85.00 

Intec 64K Board (400 only) ... .$99.00 

Percom 88-S1 $369.00 

Percom 88-S1 PD $46M00 

Percom 99-S2 PD $669.00 

Atari 400 Keyboard $39.00 

Anchorll Modem $79.00 

Rana 1000 Disk Drive $319.00 

Alien Voice Box $1 19.00 

Okidata Printers CALL 

Epson Printers CALL 



east computer m 



ail order west 

Baa-64B-331 1 



ViSA- 



In PA call (717)327-9575, Dept.1011 In NVcall (702)588-5654, Dept.ion 

Order Status Number: 327-9576 Order Status Number: 588-5654 

477 E. 3rd St., Williamsport, PA 1 7701 P.O. Box 6689, Stateline, NV 89449 

No risk, no deposit on C.O.D. orders. Pre-paid orders receive free shipping within the UPS Continental United States with no waiting period for certified checks or 
money orders. Add 3%(minimun1i $3.00)shipping and handling on all C.O.D, orders and credit card orders. Larger shipments may require additional charges. NV and 
PA residents, add sales tax. All items subject to availability and price change. We stock manufacturer's and third party software for most all computers on the market. 
Call today for our catalog. 
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There's no end to the excitement 
you can hold right in the palm of 
your hand with today's miniature 
electronic games. What was once the 
step-child of the gaming hobby has 
grown into a major part of the pas- 
time. Many arcaders once felt that no 
hand-held game could ever amountto 
much, because of the tiny playfields 
and diminutive controls. It just didn't 
seem possible that programs of suffi- 
cient complexity could ever fit into 
such tiny housings. 

Things have changed. These early 
skeptics were wrong. Some very ele- 
gant games are now available in 
hand-held formats. It takes real pro- 
gramming expertise to cram a big 
game into such tiny quarters, but this 
month we'll look at some successful 
designs that even the most ardent 
coin-op fan would think twice before 
belittling. You can't judge a book by 
its cover, and you can 't judge a man 's 
brains by his size. The same logic cer- 
tainly applies to games, where you 
can't judge the complexity of the 
program by the size of its package. 

WRESTLING 

Bandai Electronics/$14.95 

Crash! The masked man slams his 
opponent against the mat in an arena- 
shaking monkey-flip. Bang! The 
champion springs to his feet, grabs the 
sneaky villain, and then it's the 
masked fighter's time to hit the can- 
vas. Smash! With a powerful over- 
the-head body-slam, our hero flings 
the nameless nastie over the ropes and 
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A Handful of Fun 

By JOYCE WORLEY 

completely out of the ring. But the 
masked villain is full of dirty tricks. He 
grabs a folding chair from a ringside 
spectator, and then, before the referee 



can even raise his hand to protest, the 
masked man crashes the chair over the 
hero's cranium! 

Sound exciting? It is! It's the first 
attempt to bring the wild and crazy 
world of big-time professional wres- 
tling out of the arenas and right into 
arcaders' hands! Bandai tackled a big 




job when it took on the project of 
progrannming a free-style wrestling 
game. The end result is a completely 
charming simulation of the violent 
"sport," that conjures up much of the 
wild flavor of a genuine wrestling 
match. This isn't quite the same as 
personally defeating Killer Kowalski 
yourself, but it's as close to the real 
experience as most of us will want to 
come. 

Bandai centered the squared circle 
on a diminutive (iy2-in. by iy4-in.) 
LCD screen. The trapezoidal ring is 
contained by red ropes, and sur- 
rounded on three sides by the specta- 
tors' upturned faces. Inside the ring 
stands the referee with the two titans, 
waiting for the battle to begin. 

Selecting game one or two starts the 
action. True to the world's most 
watched spectator "sport," the match 
features good versus bad personified 
in this instance by a clean-cut hand- 
some champion defending against a 
nameless masked marauder. 

The play-action is easy to control. 
Two buttons move the hero up or 
down the ring, and the attack button 
makes him jump into combat in the 
center. Each time the fighters engage, 
clever matrixing depicts their struggle 
right before your eyes. The hero's best 
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Holiday Gifts From Push-A-matiC® 

Order Now For Prompt Delivery 

(Please allow 4-6 weeks) 




Official E.T ® 
vnll walce ycu up* 

Quartz Accuracy 

When alarm goes off: 

• Head Pops Up 

• Finger Lights Up 

• Heart Light Glows 

• Space Beep 
Sounds 

• In Full Color 

Lovable 

and 
Lifelike 



#E.T.-1 
$34.75 

(Plus $3.90 HDLG.) 




Official Digital Game Watches 

Quartz Alarm Clock ^ Alarm 

• Sound Effects 
' Flashing Colors 
• Multi Level 
Difficulty 

$29.75 ea. 

Order; Frogger, (Plus $1 00 ea 

Pac-Man, or Simon HDLG ) 




Over 9" Tall s^* 



Send Check or Money Order To: 

Push-A-matlC^' 

22458 Ventura Blvd. - Ste. "E' 
Woodland Hills, CA 91364 

or Charge To: 

n ^'sa □ Mastercard 



PAC-MAN'" Telephone 

Everyone's Favorite 
Video Game Character 

• Auto Redial 
^ • Mute Button 

Electronic 
Ringer 

Jack 
Connection 

Full 41/2" Diam. 

#PMT-8410 

$49.75 (Plus $4.90 HDLG.) 



DARTH VADER^'^pealter Phone 

Features: 

• Hands Free Operation 

• Auto Redial 

• Mute Button 

• Electronic Ringer 

• Jack Connection 

• Volume Control 

• Red on/off Light 
#DV-8040 







_Exp. Date_ 



Signature 



Send: Name, Address, Model # 
Include: Item Cost & HOLG. Chg. 
Cal. Delivery— Add 6'/2% Tax. 
No C.O.D.'s— Continental U.S. only 
Satisfaction Guaranteed 



^4W'Ja\\ 



THE SPACE CASE 
For Atari 2600'" and 

Sears Telegame 

Holds console, 
28 games, 
controllers. 

High Quality Plastic 
#SC-28 
$24.75 (Plus S4 90 HDLG.) 




Individual! Push Button Ejection System 





iimif 




PGS-8W ^•^ PVT-10W 

Holds 8 Video Games Holds 10-VHS or Beta Tapes 
$21.95 (Plus $3.80 HDLG.) $29.95 (Plus $3.90 HDLG.) 

Handsome Walnut Finish Cabinets 
Q Ruth Catalog For Complete Line Featuring Storage Cabinets For 
Cassettes. Records and Exclusive Lock Box For VHS or Beta Tapes. 



YOU ARE ALWAYS ON TARGET 
WITH DS^fiiiiiiij^^if fO| 



TO ORDER ONLY CALL TOLL FREE 



3048 AVE. U 
BKLYN. NY. 1t229 



Qm iiin'TCir (800)221-1977 

%$%^^^sS=f = BS^ FOR INFORMATION CALL f212) 332-5687 



ATARI 



FOR ATARP 

MS PACMAN 

PHQENIX 

H[AL TENNIS 

GAUUIAN 

JUNGLE HUNT 

MOON PATROL 

KANGAROO 

POLE POSITION 

flEAL SOCCER 

ENDURO 

KlYSTnNE i(APtHS 

niNK 

DOLPHIN 

ROBOT TANK 

BERT 

MINER ZG49ER 

SOLAR STORM 

CALL FUR NEW TITLE 



ATARI biW 

ALL TITLES \h STTICK 

CALL )21?1 TS2 SSa? Fii (nta 



?S 03 
ib CO 
ib QO 
?.S00 
21 QO 
^7 00 

?? nc 

i? OP 



.,.» COMPUTERS 

6Q0H. 

sogxL 

NOOXL 

M5QXL0 

1310 RECORDER 

1020 PRINTER 

10?5 PRINTER 

10?7 PRINTER 

la&Q DISCOfllUE 

Ca.l 12121 332 Sti87 For Oir:ef 

HaitlwjrJ Nor Liilcu 



IN STOCK 
IN STQCK 
IH iiTOCK 
IN STOCK 
IN STOCK 
IN STOCK 
IN STOCK 
IN STOCK 
IN STOCK 



CGMMOOORf 

i/'C 20 )N STOCK 

64 fN STOCK 

C2N IN STOCK 

152SPflfNTEfl (N STOCK 

TS25 PRINTER in STOCK 

1520 PfllKTCfl IN STOCK 

WOIN- COLOR MONITOflIN 

STOCK 

Call (21Z|:i32 SBBJ Fir Otnet 

Hatdward Not Li$1«£f 



fORCOLECO 

flOCKY 

MR 000 

BASESALL 

iAXXON 

BLACK JACK POKFR 

GORF 

LOOPING 

PEPPER II 

SPACf fURr 

TURBO 

ATARI MOOULE 

CALL (212) 332 S6fl7 

FrjR NEW TITLES 



I NT UL WIS (ON 

ALL TITLES IN STOCK 

CALL 1212) m 'iSe? Far htfa 



43 1M 
28 00 
28 00 
28 00 
28 00 
28 QO 

St) 5S 



BLANK VIDEO TAPES 



JOYSTICK 



WtCO BALL 
WICO STICK 
WICO TRAC-eALL 
POINT MASTER 
ATARI JOYSTICK 
ATARI PAOOLES 
WIRELESS JOYSTICK 
ATARI GAME CENTER 
ATARI GAME TABLE 



26 n 
22 95 
49 95 

1) 9^ 



COMMOOOfle 
i;hofl;f7er 001164 1^11 

■SERPENTINE CotiS^ carl 

SEA FOX 

Com64 tan 

SEA FOX Vic ?0-carl 

AE-Vic 20 Citn 

MARTIAN 

RAiOf R V.z tk c 

MOSIC 

SYNTHfSfJEW VicS). c 

LOAN ANALYZER Wit bk ■: 

HOKIE 

INVENTORY Vic hk c 

HANGMAN. HANGMATH 

Vit 5k C 

MATH HUROLER MATH 

MAJE V'c 5k 1: 

ACTION GAMES U-: "ik <: 

TRASH MAK-Vic Ctrl 

CHOPLinER Viccin 

APPLE PANIC Vic c^n 

TEMPLE Of 

APSMAI Can(i4 d 

SWORO OF 

FARGOAL Vic ISk cass 

SWORO OF 

FARGOAL Cain64 d 

CRUSH CRUMBLE i 

CHOMPV'C t6k tass 



3?l <i5 
39 95 



3S h5 
39 W 
29 95 



CRUSH CRUMBli; i 
CHOMP Cti!n64 li 
MONSTER MAZE V;c carl 
JUMP MAN Ccm64 a 
VIC FORTH. Vc-ca': 
64 FORTH Cpm64 can 
HES MON-Vic cart 
HES MON Com64 carl 
TURTLE GRAPHICS Vic c;)r 
TURTLE GRAPHICS li 
CorTr64 cart 
HES WRITER ViC cad 
HfSWRlTER64 Comti car 
SHAMUS Vic cart 
PROTECTOR Vic cart 
ROBOT PANIC Vic carl 
GRIORUNHER Vic carl 
GHIORUNNER Ccin64 cirl 
RETflU BALL CQri64 carl 
ZORK I Comti4 J2k i 
ZORK U Coir.6i2iki 
ZORK 111 CorT^64 32k d 
OEAOLINE Com54 32kd 
STARCROSS ComSJ J2k C 
SUSPENDEO ComSi 32k d 
OAT ABASE 
MANAGER V'C d 
OATABASE 
MANAGEH rorrrSlC 
GENERAL 
LEDGEH-Vicd 



GENERAL 
LE0G£RCjmfi4 d 
INVENTORY 
PACKAGE Vic d 
INVENTORY 
PACKAGE Com fc4 a 
CHECKBOOK V'C d 
CHECKBOOK CorriSJ d 
COLOR SKETCH Cjmhid 
PEARL OIVEH Corn*!-: d 
CATACOMBS OF 
GOLO CamS4 d 
8 F Vic 2a-[tM 
B F Ciimh4 can 
CROSSRHE Vic Sk c 
FROGGER Com6Jf)4k d 
JAWBREAKER Corrt)4 can 
SNOOPER IffOOPS I 
Com64 d 

SNOOPER TftOrjPS II 
Com64 d 

EACEMAKEfl Camb4 d 
STORY MACHINE Com64 A 
RHYMES a RIOOLES 
Com64 d 

KIHOERCOMP Ctimti^ i 
HEY OmOLE 
DIDDLE Cc^bA d 
IN SEARCH OF THE MOST 
AMAZING THING Coit;S^ a 



TUt. ADVANTAGE 4Bi 
BOOK OF SOFTWARE d 
ARCADE MACHINE 4Bkd 
OAVIO S MIDNIGHT 
MAGtC 4Bk(] 
CHOPLintR 4Scir1 
SERPENTINE 48k can 
SEA FOX c»r1 
AE ATARI d 

LOAN ANALYZER 16k ij 
SANOS Of EGYPT Iti d 
ZAXXON 16''12k d 
TEXT WIZARD 32k d 
SPELL WIZARD 32k d 
MOON SHUTTLE ISk d 
TEMPLE OF APSHAI J 
CRUSH CRUMBLE 
S CHOMP d 
MONSTER MAZE carl 
JUMP MAN d 
ASTRO CflASE 32k d 
BAJA BOGGIES 16k H 
STAR BOWL 
FOOTBALL 24k d 
STAR LEAGUE 
BASEBALL i 
ZORK !-3'2kd ' 
ZOflK II 32k d 
ZORK III 32k d 
DEADLINE 32k d 
STARCROSS 32k d 
SUSPENDEO 32k d 
CROSSFIRE can 
FROGGER 32k d 
MARAUDER. 40k i 
MISSION ASTEROID 40k d 
WIZARD a 
PRINCESS 4Dkd 
ULYSSES-40k d 
JLTIMA II a 
SNOOPER TROOPS 1 d 
SNOOPER TROOPS II d 
FACE MAKER d 
STORY MACHINE d 
RHYMES 4 RIDDLES d 
KINOERCOMPd 
HEY DIODLE OiODlE d 
IN SEARCR Of THE MOST 
AMU1NG THING d 
OODGE RACER d 
PROTECTOR II CMS 
CHlCXtNcart 
SHAMUS-cjn 
SHAMUS II d 
CLJIIM JUMPER can 
FORT APOCALYPSE 
PICNIC PARANOIA carl 
FILE MANAGER d 
OISK MANAGER d 
■(ECROMANCEn d 
SURVIVOR d 
PHAROHS CURSE 1 
PINHEAOd 



THE HOME ^PPLE 
ACCOUNTANT 4ak d 
TAX ADVANTAGE 48k d 
Itl CLASS MAIL 43k d 
aOOK Of SOFTWARE 
GRAPHICS ARCADE 
STAF4 euUER 48k d 
OAVID S MIDNIGHT 
MAGIC d 

CHOHIFTERMka 
SEHPENTINE 48kd 
SEA F0X4Bkd 
AE APPtE 48ka 
CANYON CLIMBER 4Sk i 
FATHOMS 40 4Bk d 
ZAXXON-48ka 
TEMPLE OF APSHAI i 
CRUSH, CRUMBLE 
K CHOMP d 
ZORM I 32kd 
ZCRK I!- 32k j 
ZORK III 32k d 
DEADLINE 32k d 
STARCROSS 32k a 
SOSPENOEO-32k d 
CROSSFIRE. 4Skd 
FROGGER 4ak i 
LUNAR LEEPEfl 4tkd 
MARAUDER 4|}k<? 
PEGASUS I: 48k j 
PEST PATROL 4fk .i 
MISSION 
ASTER0(0-4!fk a 
WIZARD i 
PRINCESS OBk d 
CRANSTON MANOR ibk d 
ULVSESS 40k d 
TIME lOHlWkc 
ULTIMA II 48k d 
THE DICTIONARY 4ek d 
SCREENWRITER II IHk a 
SCREENWRITER 
PRO 48k d 
GENERAL 
MANAGER 4ek i 
THE ARTIST 48k d 
LEARNING WITH 
LEEPER d 
DRAGONS HUf i 
TROLLS TALt i 
WIZARDRY 4!ik d 
KNIGHT OF 
DIAMONDS- 4Hk i 
STAF4 MAZE iik d 
GALACTIC 
ATTACK-4dk d 
SNOOPER TflOOPS I i 
SNOOPER TROOPS li d 
FACE MAKER d 
STORY MACHINE d 
DELTA DRAWING d 
RHYMES a RIDDLES i 
KINOEflCOMPd 
HEY DIOOLE DiDDLE i 
IN SEARCH DF THE MOST 
AMAZING THING i 



74 95 

59 95 
74 9S 
19 95 
19 95 
31 9S 

34 95 
J4 95 
34 95 
29 95 
34 95 
24 95 

24 95 
39 95 
39 95 

25 95 
39 95 
39 95 
3=1 95 
49 35 
39 95 
49 95 
29 95 
34 95 
29 95 
34 95 
29 95 
29 95 



32 95 
34 95 
34 95 
99 95 
59 95 
99 95 
129 95 



34 ?5 
29 95 
29 95 



34 95 
34 ^5 
49 95 
29 95 

29 95 
29 95 



MASTFRCARD ' VtSA 



NO COD'S 
ACCEPTED 
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move flips the masked fighter right 
over his shoulder and out of the ring. 
But when the unidentified wrestler 
crawls back into the ring, he brings a 
chair with him to crash over the un- 
wary champ's head. The player-con- 
trolled fighter must stay constantly 
alert, because attacks come from ev- 
ery side. In a move that would do the 
great Mil Mascaras proud, the masked 
man crawls to the top ring rope, then 
springs across the ring to flatten his 
opponent with a beautifully matrixed 
flying body press. 

The champion has some good 
moves, too, including his prize-win- 
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WRESTLING (BANDAI ELECTRONICS) 

ning karate-kick that sends the villain 
sprawling. 

Bandai prettied up the screen by 
putting colors in the background be- 
hind the fighters. The ring is sky-blue, 
decorated with a large two-toned 
eight-pointed star right in the center. 
The shadowy faces of the fans in the 
arena frame the action. It's these little 
visual enhancements that elevate this 
year's hand-helds above those of the 
past. Although the touches of color 
have nothing to do with the anima- 
tion, they have a great deal of impact 
on the over-all imagery created on- 
screen. 

Wrestling might be the most unlike- 
ly "sport" ever to inspire an electronic 
game, but Bandai's mighty midget 
successfully captures the thrills of 
catch-as-catch-can fighting. The clev- 
er cartooning, beautiful matrixing, 
and tongue-in-cheek ferocity make 
this tiny hand-held a big winner. 

3-D SKY ATTACK 

Tomy Corporation /Under $50 

Enemy spaceships roar from the sky, 
spraying Earth's defenses with laser 
blasts. The aliens enter from above, 
raining bombs on the player's posi- 
tion. A direct hit by the player's tank 
makes the invader disintegrate right 
before your eyes! 

Tomytronic's 3-D Sky Attack is one 
of the most unusual hand-held games 
ever devised. The unit is styled to re- 
semble futuristic field glasses and re- 
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produces the entire scene in three 
dimensions. It pops right out of the 
goggles at you! 

The Tomytronic 3-D game uses- 
separate images for each of the eyes. 
The binocular-like device acts just like 
the paper glasses you remember from 
3-D movies to bring the scene together 
in the most stirhng graphic achieve- 
ment to date for hand-held games. 
This is real 3-D! Spaceships fly straight 
toward you, so real you feel you ought 
to duck! When they drop their deadly 
bombs, the missiles fly directly at the 
tank. 

The arcader has a force of three 
tanks spread across the horizon, can- 
non turned skyward. After a moment, 
the two reserve tanks disappear. Then 
a squadron of enemy spaceships bar- 
rels out of the sky. Move the vehicle 
left or right, line up the best shot, and 
fire the laser. If the shell hits the in- 
vader, it explodes. 

The controls are simple and conve- 
niently located at fingertip level. One 
button starts the game, then fires mis- 
siles. The two buttons located on each 
side of the game move the tank left or 
right 

The tank can only destroy an enemy 



by hitting it in the third row from the 
back of the screen. The aliens fire their 
lasers from the fifth row from the 
back. So if you miss one, be ready to 
dodge return missiles. This isn't hard 
to do, because the aliens only fire in a 
straight path before them. As the diffi- 
culty increases, the aliens fire at an 
angle, so it's harder to evade their 
lasers. 

There are seven skill levels. Each 
ends when 20 enemy spaceships are 
destroyed. At the end of each skill 
level, as a break in the regular contest, 
there's a bonus fight. Four superfast 
enemies attack the tanks, one at a 
time. Destroy them for bonus points, 
and dodge their laser beams so you 
can go on to the next level of play. 

At the upper skill levels, the enemy 
moves faster and fires more lasers at 
the same time. One laser blast goes 
straight down to the ground, and the 
other heads off at an angle. Get trap- 
ped between the two shots, and it's all 
over. 

Each enemy spaceship destroyed 
during the regular game is worth five 
points and each ship blasted in bonus 
fights counts 10 times as much. 

This is something really different in 
electronic games. The unique styling is 
well-conceived. Unlike most video- 
games, this one is especially well- 
suited for taking along to the beach. 
The playfield is lit by light coming in 
through a frosted glass panel on the 
top of the unit. The more light, the 
better the graphics look. There's even 
a neck strap to make it easy to carry. 




3-D SKY ATTACK (TOMYTRONIC) 



Tomy's 3-D Sky Attack is filled with 
a lot of color and action. Enenny space- 
ships are rendered in an orange shade 
that leaps right out of the dark sky. 
The defensive tanks are blue and yel- 
low. But the nnost striking feature is 
the great three-dinnensional effect, 
similar in depth to the ViewMaster you 
played with as a kid. 

BURGERTIME 

Mattel Electronics/ $24 

There are hot dogs all over the 
kitchen in this nnerry nnadness from 
Mattel. The mighty masters of 
midgetry have shrunk the Data East 
coin-op hit down to pocket-size, but 
they didn't shrink the fun; it's all here, 
in one of the cutest games to be intro- 
duced this year. 

BurgerTime is now a hand-held 
game, with all the action and fun of its 
coin-op big brother. The play-action 
begins with the melody from the pay- 
for-play game, then the tiny LCD 
screen blossoms with all the action 
that made this a hit. Move a chef 
around the kitchen, as he tries to pre- 
pare hamburgers for lunch. But ani- 
mated pickle slices, fried eggs and hot 
dogs cooperate to try to keep him 
from finishing his task. 

As the game begins, the chef is in his 
kitchen, trying to assemble two burg- 
ers. The ingredients are spread over 
three floors, and Cookie must scamper 
up the ladders, to try to shove the buns 
and burgers together into sandwiches. 
He does this by leaping on the bread or 
patties, to make them fall to the next 
level. In this way, the chef forces all the 
ingredients down to the first floor 
where they are assembled into a tasty 
treat to eat. 

Cookie has some problems getting 
his work done. A fried egg scurries 
along the first level, and If it bumps 
into him, he dies. But if Cookie shakes 
some pepper on the egg, it goes away, 
at least for a few moments. On the 
second level, a slice of pickle threatens 
to do him in, and on the third, it's an 
animated hot dog. Cookie has four 
shakers of pepper to dispatch these 
culinary villains as he moves from floor 
to floor gathering up the goodies for 
his burgers. 

From time to time, bonus ice-cream 
cones and cups of coffee appear. 
When one shows up, running the chef 
underthe item gains 300 points plus an 
extra pepper shake. 

This version plays almost exactly like 
its coin-op brother. Maneuver the 
chef up and down the ladders from 
floor to floor. As he manages to get on 



fw^mn^tnB^ game wkm^mmmr 

you need Championship Electronic^s! 



4Qe lOFT. 
^*> JOYSTICK 
EXTENSION 
CABLE 

for Atari 2600 or 
Commodore Vic-20 
210 




SWITCH BOX 

All metal parts 
completely shielded 
for safety. Attractive 
woodgrain plastic $ 
case. 



.95 



Championshtp 
Electronics 
(U.S.A.) Inc. 

711 Grandview Drive 

South San Francisco, CA 94080 

(415) 588-3015 



10 FT. 
GAME 
EXTENSION 
CABLE 

for Atari 2600 VCS. 
CC-220JQ55 



Please add $1.25 postage 
and handling per item. 



TO ORDER, SEND IN THE HANDY COUPON BELOW. 



Please rush me the following accessories 
plus $1 .25 per item postage and handling.' 

Enclosed: [ Check .^ Money Order for* 

{No C.O.D. orders please) 

Name __„_________________„_^_^_ 



Qty Item 



Total 



Address. 



City/State/Zip_ 



'California residents, please add 6V2% sales tax. 



SW-300 

at $6.95 ea. 
PC-210 
at $4.95 ea. 
CC-220 

at $2.95 ea. 
E-1820A 

at $5.95 ea. 
Shipping 
Sales Tax' 
TOTAL 



YOU'RE NOT GOING TO BELIEVE— 



OUR LOW-LOW PRICES ON VIDEO GAMES, 
CARTRIDGES, COMPUTERS + ACCESSORIES 




AdiVisioH 



\FULL LINE OF; 

" f t if • vVe put you in the game. 
' Available In Sept. 
; -DECATHLON 
; -ROBOTANK- 



• • • # • • 




III: / V - Miner 2049er 

VIV ' *«FOR COLECO-VISION $38.88 

JtAPI* * ALSO: THESE LINES & MORE 
• IMAGIC * • COLECO • MATTEL 
2600 & 5200 / PARKER BROTHERS " • ODYSSEY "^ 




MOST ORDERS SHIPPED FOLLOWING DAY RECEIVEDII! 
SEND 25c FOR COMPLETE PRICE LISTS 

MAXARON HOME ENTERTAINMENT 
22932 VAN DYKE, WARREN, Ml 48089 

(313) 758-7884 ^0;!?,%*^.;?^ 
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THE GAME EXCHANGE 



featuring 



• Complete line of electronic games for 

ATARI INTELLIVISION 

COLECO VIC 64 Tl 

• Over 1000 titles to choose from 

• BONUS - One FREE game after 20 exchanges 

• No limit on number of exchanges 

• Exchange FEES starting at $1,95* - . , 

• Special purchase prices as low as $5.95* 

• Quarterly newsletter 

• One Year Membership — ONLY $35,00 

*Plus, shipping and handling 



Send $2.00 for memhersh 
ELECTRONICS CENTER, 
Chicago, Illinois 60603 

Name 


p information and catalog to: THE GAME EXCHANGE, VIDEO 
Division of Pacific Centrex, 30 South Michigan Avenue #502, 


Address 


CityS State 






Zip 








Please allow 3-4 weeks for del 


very 








'27,95 
'14.95 
•31.95 



COLECO GEMINI VIDEO 

3^i^?r^^ $7495 



FREE GIANT CATALOGS 



*3?? *6??. 



Ill' 



STARPATHOOOO^percnarger . 


'39.95 


STARPATH 41WS..toleM«SHjn 1 r^i '9 95 


5TMPATH osoo Fireoan ica« ) 


'9.95 


ATARI 3600 COMPATOLF. SOFTVKARE 


ATARI CX2675ys • V' 


'30.95 


ATARI 0X2689 «-Ti 


'30.95 


ATARICXl£94P^'i--'( - 


'34.95 


ACTtVIS»OHAC020P.t -^ ') 




ACTWIS»N*C036Ef l.ro 


'19.95 


ACnVISIW A0038 ^^-r - ' "1- k 


'34 95 


CtXKOCCAl ^li^^K. 1 




WIACKIMA'>i 


'14.95 


lillAClCft!L/>'V"iAn.1-i< 


'M.95 


IMACK1Mr,'i(l.jnF.re 








-SUP« aOSMUTS- 




M NETWORK Astro BlaSI 


'5,95 



VECTREX 

VIOEO CAME SYSTBM 
ViCTREX f^ tvcr Atwcn 
VKTRtX Uf-rieris 
VKTBjx c -^an Sweep 
vKTMx H to&rnxe Auto 
viCTREX CiT^imM: crasm 

VKTRIX R C Off 

ViCTBtX VJI Tretf 

DUaBS/iNSTIIUIlO^M 



109.95 
'37.95 
'37 95 
'37.95 
'37.95 
'37 95 
'37 95 
'37 95 



ODYSSEY 2 
VIDEOGAME 

OtJYSSCY TL'Ilt^ 
0DY5MY .fO 

ODYSstY f ,CK Me Peie 
00 Ysst Y f reeaom Ftqhtm 
OOYSJiY Cjeit for rne Oingt 

ODYSStY .Vrobats 



'79.95 
'37 95 
'37.95 
'77 95 
'37 95 
'37 95 
'37.95 



SONVWM7r^ M, 

SOriV WMF5 
SONV SCOSO .-. . 
TOSHIBA KTS! 
JVCCOIC-^ 

5W(V0MC3GD:, a 
TEACPC7R)(C^ 
KENWOOD CPIOV . 
AIWA HSJ-03 C . 
AIWAHSP03CI , ,- 
PANASONIC ROJ30> - 
PAHASOHIC ROi55 C.1 
PAHASONIC RX1950 f 



'109.95 
'109.95 
J '59 95 
k '49.95 

'69 95 

'74 95 
'144.95 

'79.95 
'119.95 

'64.95 
'119.95 

'19 95 
'109 95 



( BlAffiC T APES ) 

r MINIMUM ORDER ^7 AUDIO TAPES ' 



QliftiiCAiL (JOO) 22! JWl 



M NETWORK LOCk N Oiase 
M NETWORK SOCCev . 

OATAACCAlixk 

DATA ACE Enccunter at ls 

COMMA VIDW Mtssion OT^PQa 

ACTWWOflLfterBLKt 

ACTTViaONM'n 5'ormir«! 

ATARlF::=*tJ' 

ATARI ET 

PABKBIBROS-Ani:Jr 

SPKTRAVIDKX.^ Mi i ^^ ■ 

THfSYSCKn^I! 

0.5 GAMES 'L.Af; ■ T^f-r 



'5 95 
'5-95 

'5.95 
'7 95 
'7.95 

'13.95 
►9.95 

'13 95 
'4.95 

'14.95 

'14.95 

-'14 95 

►9.95 

'13 95 




23 PARK ROW, DEFT. EC10. NYC, NY 10038 



FACTO!,! mtSHAhD tW ..JARANfEID 



MAXELL LOXlt or UC-90 

MAXiLLUOXllOI-nC-60 

MAXIUUOXLISC90 

TDKS*?:) 

TDK '.Aa90 

TDK DC 00 

TDK f'^JSO . 

SOWYLCXSgO 

FUJir-^^rRMeta' 
FUJic-yorf' 

MEMOREXr, I , . 

BASFt":;, ., ■' 



r 



ANY BRAND T-1 30 =' 
ANY BRAND L'SOO 
ANY BRAND L-750 
ANY BRAND L-S30 
ANY BRAND T-160 
ANY Br " 
ANYBI 






19 49 
'9,95 

'14,95 

r i.j '11.95 

■L '10.95 



mmmm or cau for frb soo fftce AUoio/viDEO/coM PUTB? owwdg 







top of an ingredient, push the joystick 
down and it falls to the next floor. 
Continue in this manner until all the 
sandwich parts fall to the ground floor 
and are assembled into burgers. When 
this happens, the chef celebrates by 
doing a little dance, then the screen 
clears, Cookie gets four more pepper 
shakers to start again, and a new 
round of the game begins. 

Every push of the miniature joystick 
moves the chef one step. When he is 
on top of a bun or hamburger patty, 
make the ingredient drop to the next 
level. In this way, all the buns and 
patties are forced to the first floor and 
turned into delicious sandwiches. 
Since the action of a bun falling on a 
patty below pushes the meat down 
to the next level, it's possible to use 
strategy to assemble lunch a little 
quicker. Work from the top, as much 
as possible, to make the ingredients 
fall into place. Careful timing can 
actually complete a burger with just 
one move. But stay on the alert for 
those flying pickle chips, hot dogs and 
fried eggs. If any of these nasties touch 
the cook, he's a goner! 

This is a high-scoring game. Every 
time Cookie knocks a patty or a bun 
down a level, he gets 30 points. Sprink- 
ling pepper on an egg, pickle or hot 
dog scores 30 points, and dropping a 
bun or patty on top of one of the 
nasties is also worth 30 points. 
Gobbling up the ice-cream cone or 
coffee grabs 300 points plus a valuable 
extra pepper shaker, and clearing a 
screen by successfully assembling 
both hamburgers gives 250 points and 
four new pepper shakers. Gain an ex- 
tra chef for the first 5000 points 
scored. 

BurgerTime's pretty yellow plastic 
housing is enhanced by clever cartoon 
drawings. The miniature 4-position 
joystick operates smoothly and seems 
sturdy enough to stand a lot of hard 
play. The animation itself is well done. 
Cookie is a cute fat chef, complete 
with hat and apron. The pickle chips, 
hot dogs and fried eggs are indenti- 
fiable, and really race across the 
screen. 

So, get yourself a take-out Burger- 
Time and work up an appetite! © 
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Interaction between the readers and editors of Electronic Games helps make this a 
better magazine. The more we here at EG know about who you are and what you want 
to read, the better we can satisfy your needs and desires. That's why we run a Reader Poll 
in every single issue of this magazine. Rest assured that even though we protect the 
anonymity of every respondent to our survey, the editor personally reads each and every 
ballot received. And of course, this is also your ballot for casting your vote for the most 
popular videogames, computer game programs and coin-op arcade machines. 

Please return this poll sheet — or a photocopy, if you prefer to keep your Electronic 
Games in perfect condition — to: Electronic Games, 460 West 34th Street, 20th Floor, 
New York, NY 10001. 



SEX AND AGE: 

□ Male □ Female Age. 



HOUSEHOLD INCOME: 

□ Under $5000 □ $5000-9999 
D $10,000- 14,999 

□ $15,000- 19,999 

□ $20,000- 24,999 □ $25,000+ 



MARITAL STATUS: 

□ Single □ Married 

NUMBER OF CHILDREN 
IN HOUSEHOLD: 

AGES: 

□ Under 2: □ 3-5 

□ 6-11 □12-17 



Please check off the equipment which you own 
or plan to buy within the next 12 months: 



Own 



Atari VCS 

Intellivision 

ColecoVision 

Odyssey' 

Atari 5200 

Other Videogame System 

VIC-20 

Atari 400/800 

IBM Personal Computer 

Apple II 

Other Microcomputer 

Video Cassette Recorder 

Videodisc Player 

Ciant Screen Television 

Stereo System 



Plan to Buy 



How many hours per week do you spend playing various 


electronic games: 


n 


Less than 2 hours □ 2-5 hours □ 6-10 hours □ M( 


ore than 10 hours 




How much do you spend per week on electronic 


: games: 


n 


Under $2 □$2-5 □ $6-10 


□ Over $10 



How many people, besides yourself will read this issue of Electronic Games: 



My favorite videogame cartridges are: 

1. _^_^__ 

2. 

3. 




My favorite coin-op games are: 

1. 

2. 

3. 




THE PLAYERS GUIDE 
TO PROGRAJyUUIABLE 
VIDEOGAME SYSTEMS 

You can't tell the game machines without 
a scorecard these days, what with 
technology inspiring better and better 
devices. EC's magazine-within-a- 
magazine covers all the most popular 
brands, delving into their strengths and 
weaknesses, to help you plan your next 
hardware purchase. 

VIPPA IMMRALl, FLIPS OUT 

Pinball held the hearts of many gamers 
back when Nolan Bushnelt and Ralph 
Baer were tikes themselves. And now 
that video's king, designers who haven't 
forgotten their first love are creating 
video versions of flipper games for home 
arcading fun. 

NEWSMAKERS: 
MEET DON BLUTH 

Don Bluth has rocked the coin-op world 



with his very first design, Dragon's Lair. 
In this exclusive interview with Electronic 
Games, Bluth puts aside his animator's 
tools to discuss the concepts underlying 
his newest achievement — and what 
Dragon's Lair may mean for the future of 
electronic gaming. 

THE HAUNTED ARCADE- 
ELECTRONIC SCARY GAMES 

What would Halloween be without a little 
fright, a dash of spine-shriveling terror? 



These are the games that can raise the 
hairs on the back of your neck! 

THE VIDEOGAME 
HALL OF FAME 

The votes are in and the polling stations 
are closed. The Hall of Fame has two new 
members. Which games did the readers 
pick to join the likes of Space Invaders 
and Pac-Man? Keep guessing until you 
read this article in the November issue of 
Electronic Games! 



There'll be plenty of other exciting articles and features 
of interest to arcaders, plus these regular columns: 



^ Passport to Adventure 

#Q&A 

^ Inside Gaming 

ie Arcade America 

it Computer Gaming 

ir Programmable Parade 



• Switch On! 

^ New Products 

if Test Lab 

it Readers Replay 

• EG Hotline 

it Games Library 



it Stand-Alone Scene 
it Mini-Arcade Gallery 
it In Control 
it Strategy Session 
it Insert Coin Here 
• Articles of War 




exciting fS£]^lS(WER issue 
of ELEOfRONIC GAMES 
/ On Sale 
ddober 11, 1983 
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Feel the goose bumps on your neck 
begin to lise as you take youj' seat in fi'ont 
of Hie video monitor. The situation pietuj^d 
before your eye's is eiitical. Actucd enemy 
nucleaj' attack on your most impoitcUit cities 
and natural ix^sources has begun. 

Only you can determine tlie best 
sti^tegic defense of tlie nation. OiJy ro^/ 
can effectively I'epel tlie enemy attack- 
But the situation worsens. As you're 
rebuild your cities and keep production 



L3 



aoFcoD 

so Raw MatlS 
SO Mac>«^«v 
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attempting to 
of goods and 



sciAaces going, you pick up enemy spites 
kirking v\4tliin your midst on your \adeo 
elasc^up monitor. Qm you effecti\^eh^ deal 
vvitli tliem . . . ewn as more enemy missiles 
are approacliing? 

Your tijne is ixinning out. 

It's WAR ROOM. The new Irigli-tcch- 
nologv^ Probe 2000 strategv^ game for the 
ColecoVision™ game system. 71 le game 
tlaat s so realistic, gcnercils miglit even play it. 
Isn't it time vou tested yoiu' skills? 




c 1983N APCONSUMER t LuCTRONICS CORP 

ODYSSEY 

A NORTH AMERICAN PHILIPS COMPANY 
"COLECOVISION IS A TRADEMARK OF COLECO INOUSTRihS. INC 





'Why do I get the strange 
feeling there are two great new games 
forlntellivision^r 




The Dreadnaught 
Factor" for Intellivision. 

I It's a space- faring fortress. 

Unbelievably huge. Heavily 
I armed. And it's coming 
closer. Your challenge: 
Choose your strategy. Go for the energy vents. Or 
engines. Slow it down. Stop it. Destroy it. There's 
another close behind it. So don't get hit. The 
Dreadnaught Factor. Designed by Tom Loughry 
forActivision. 



Beam rider" for 
T _^_^ Intellivision. Your planeJL 

"^ is trapped. Totally sur- | 
t ^ . rounded by an azure vveb*%" 
\ \ i of beams. Space travel 

J J has ended. But not for you. 

The Beamrider. You alone must penetrate sector 
after sector of the deadly shield. Face an ever 
mounting attack. ILse all your skill and reflexes 
to break the web. Or your planet is trapped 
forever. Designed by Dave Rolfe forActivision. 



""^Sg^SSS^ 



uG#fr Two unique and dramatic 

" new video game experiences. 

Each with graphics and 
g^AMRJDEfl gameplay so sophis- 
^, ticated, you must be 
an Intellivision owner 
to play them. For 
: more information 
please call 
800-631-GAME. 
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